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THE HUDDLE & PUTTING TEAM IM ACTION 
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SHIFTING AND MOTION 
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AND "Y" MOTION 
AND RUNNING BACK MOTI 
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АСЕ 


AWAY | 
BAY 
BIG BEN 


BLIZZARD 


BUBBLE 
- BUCK 
COUNTER 


_ COVERED © 
_ DOUBLE 


DOUBLE POC 


EVEN 


F-SERIES 
FAKE YUM 


FAR BACK - 


FLEX 


FLOAT 
FLY 


FULL SERIES 


co 


-Y in, Y off position starts Yum in 
‚ and goes back to original position. 


JNFLUENCE (T) 


‘Weakside safety 420 


GENERAL OFFENSIVE TERMINOLOGY 


Two wide receivers to one side; back in Wing position and one | 


. remaining back. 


Remaining back going away from point of attack (not motion). 
Designates a back going in motion away from the tight end. 
Last play of half or game; desperation Dass. | 


Two tight ends on line of scrimmage, balanced кө; two wide 
receivers, one on each side. 


_ Refers to man over the center and tackle with guard uncovered. 


Weakside linebacker. 


А jab step by ‹ offensive back or backs away from the point of 
attack. IN (7 


_ Defensive player directly over you on line of scrimmage. 


Halfback lined up. in wing position to side of formation. 
Tight end who is split 4 to 6 yards from offensive tackle. | 


Defensive line spacing with no lineman head on center. 


Letter used in calling plays that tells the fullback to hit 


over the onside guard as blocker, faker or carrier. 


one direction, then changes 


-Back who is lined up outside "X". 


Refers to the "X" оп the one receiver side who is lined up 
3 to 6 yards from offensive tackle. 


Refers to the "Z" receiver who 15 lined up 3 to 6 yards from T 
Designates a back going in motion toward tight end. 
Fullback fills offside for pul ing guard. 

Single shift by backs 


8 


Maneuver of offensive man to induce wrong move Бу а defensive 


| player - destroying кеу of the defender. 
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double shift. 


| QN SIDE 


LIGHTNING 


MAC 
: MEEK 


8 


NEAR | 


` NEAR BACK 


000 


'- OFF SIDE. 


РЕМ 


POWER - 


SAM 


° SCREEN (REGULAR, 


SLIP SCREEN : 


“SLOT 


SLOW 
STACK 


STUB 


Alignment of "X" in backfield. 
` line of scrimmage. 


Two wide receivers (Slot formation) and one tight end on same 


Side. T" 


Middle linebacker who is lined up between stub and Биск. 


Middle linebacker who is lined up on weakside offensive 


guard in a 34 front. 


Type of running play where one back is going away from point 


· of attack. 


Refers to "X" when he is lined up 1 to 3 yards from offensive 


tackle. 


The offensive’ bad who is lined up to the iud of the point 
of attack. | | 


| Defensive Vine spacing with a lineman head on center. 


Side away кой р1ау called. 


A ZU count screen. moiy m guard and center where the quarter- 
back has option of throwing down field or to screen man. 


= Side to which play is called. Ἢ T ы | 


. When "X" (TE) in ‘slot formation lines up 7 or more yards from 
` offensive tackle. GM HM 


l - Alignment of "Y" who is lined up 2 to 3 yards from offensive 
`7 tackle. 52. DTE 


Term used with short νη line formations to tell there 
n 3 running, backs in the game. τ 


Three wide receivers in the дате. 


Type of screen where tackle, Gard and center hit ΜῈ до 45 
fast as possible - томас: to X and Z off play action fake. 


E The strongside safety. 


A 3 count screen involving both guards and center. 


Type of screen where guard and center hit and go as fast а5 
possible.- normally to а swing back. | 


° 4 
- A formation with the two wide receivers on same side of 


formation and tight end is on the opposite side. 


Term for a receiver "Y" (X) when he blocks for pass after which 
he may release as an outlet receiver. 5 | 
: Halfback replaces LE on the 


Strongside linebacker. 


... LEE мә ј 


STRONGSIDE Side of two receivers for pass - side of tight end for run. 


3 1055 | А pitch to а back who is directly Behind the quarterback - 
/ on a lateral swing move into a designated hole. 


ы” 


ҮНВОЧ BACK SCREEN Type of screen where all action is in one direction and 
them screening opposite of the flow. 


THUNDER — — Two tight ends on same side - wide receiver on same side also. 
ki Б Back going in motion. (Example: T 38) | 
UNCOVERED Man over off of line of scrimmage. 
WING Ἢ When flanker "Z" is lined up 1 to 3 pee: from "Y" - ] yard 
off line of scrimmage. 
“А Indicated formation with halfback on E of. scrimmage, and 
| "X" lined up. outside of halfback and off line of scrimmage. 
X MOTION а aye in motion μένε ball is snapped without changing strength. 
на d |» Term used in calling formation that "Y" will line up in back- 
| field and shift to formation called. — I -RT- 4 
Y OUT. | Tells "Y" to line up outside of "Z". 
YAK — | Indicates motion by "Y" when in slot location and Ball is 


snapped when "Y" is in approximately the guard- -tackle area. 
Мо change of strength. 


YAZ Tells "Y" to go in motion away from the formation. 


YING | сүп in "OUT" location comes in motion toward center. 


Y-OVER | Tells "Y" to line up opposite huddle call on line of scrimmage 
| | and then to shift formation called in huddle. 
(Example: Opp. Rt. - Y Over) 


Y-OFF Tells "Y" to line up in slot off the line of scrimmage and 


flanker "Z" to line up on the line of scrimmage. 
Yuu Places "Y" in slot alignment and then goes in motion across 
| | the шады thus changing strength. | 
ZAK : _ Motion by "7" toward ball - ball snapped with ну" behind the 
N I tight n 
| ZING Motion by "7" toward ну" where bant is snapped when he is in 
MN" a position to influence or block strongside linebacker. 
ZIP Tells "Z" to line up in the backfield in any location he 
7 |J desires and goes in motion to Bus the formation called 
. in huddle. 


Motion by "Z" going across the formation, thus changing 
strength. | 
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ABBREVIATLONS 


Audible 
Block | : 


Bump & Run (Press 


Check 


Coverage 


Coaching Point 
‚Огам 


Example 


‘Influence 


Linebacker’ 


Line of Scrimmage | 
_ Not There 


No Pick Up 
Point of Attack 


„Рге-бпар Look 


Reverse 


Screen | 
-Swing Pick Up 
Technique. 


Tight End 


CALL IN HUDDLE PROCEDURE BY 


 PUTTING TEAM IN ACTION 


FORMING THE HUDDLE: 


71. Center forms huddle 7 yards from ball. 


:2. Position in huddle - hands on knees. Look at QB. See what you hear. . 


. 0 


3. Quarterback has complete control in huddle. 


QUARTERBACK: 3. 


1. Formation | "3 E 
^w. die Back locations and strength are called in 1, 2 order: as follows: 
τν ας Split Right = TE MEA 
2. Opposite Left 
23: 1 Right 


b. А third term may be used to indicate a variation from the normal 
- locations of the receivers as follows: 


 1.` Split Slot Right 
2. Strong. Slot Left 


c. "Check With Me" means the formation will be called in the huddle 
τ 2 the play will be called at the L.0.S. Snap count will always 
e on "опе". | | 
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2., Play d у | ? = | 
а. Example: (36) ог (61) i К FILME ; 


| 3. Snap: 


om 
Ф 


The snap count (starting signal) is called on Sound, Ist audible, 
2nd audible, 1, 2, 3, or 4.- | S | 


== e ° => 
e 


ê 
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4, Quarterback has the option to call the play from ἃ "Down" starting position 
and eliminate the pre-shift. 


: а, Example: 1 Right 18 down sound 
) b. Example:: Opposite Right 29 down Ist audible 


с. BREAKING THE HUDOLE: 


1. Center and wide receivers leave huddle as soon as they hear play and snap 
count. | | E 


| 2. Quarterback pauses, gives command of "READY BREAK". After "BREAK", all 
clap hands and sprint to position. A good huddle break is a must. Hustle 
to your lineup position. | | 


D. AT LINE OF SCRIMMAGE: 
1. Linemen assume an UP stance preliminary to.shift (unless called "Down" ). 
B 2. Command of "Forty Three Over" (defensive alignment) is used to: 
© a. Put linemen and backs in Down stance. М 
b. Shift backs ог receivers. M | : 
c. Puts play in action (sound). . . = το ebd a 
3. if quarterback has called "Down" in the huddle, linemen are over the ball 


in a 3-point stance ready to go. Backs and ends are in normal stance, 
ready to go. ` AI CM Y 


22 NOTE: "Down" is the only posture the QB will call. May go 
= - from Down position on any count, but usually on sound, 
lst audible or 2nd audible. | | 


If quarterback has called snap count on "sound", the linemen and backs go 
from the UP position unless called Down. | | 


$ 


Ends: Tight. ends come out in a 3-point stance ready to go. Wide 
receivers come out in a 2-point stance ready to go. i 


6. Quarterback will identify defense vocally. This also is the starting 
count on "sound". | во 03 


NOTE: Interior linemen may not move after assuming 
i esi à 3-point stance until snap. 4 


Е. CALLING OF FORMATION AND PLAY: 
1. Example of huddle calls: 


а. 1 Right - 29, on "sound", 
' b. Opposite Right - 25 Lead, down 
c. Split Right - 62 on 2. 


A. EXAMPLE OF PLAY CALLED: { 
^q. In huddle: | 
а. Opposite Right 38 on 2 
2. On Line: 
Defense Dummy Call Non-Rhythmic Count 
43 3-54 Hut-Hut mE 
B. CADENCE PROCEDURES 
1. 543" κ 08 calls defensive alignment; linemen adjust 
š | splits and assume 3 point stance. Backs assume 
I normal take off stance, wide receivers may adjust 
> |» splits. | | 
222. "2-54" > Audible procedure : | 
3. 12-54" .Audible procedure repeated | M ΜΙ. . 
4. "Hut-Hut" . Non-rhythmic snap count | 


| КОТЕ: Тһе defensive call "Forty-Three" and the audible 


_ procedure "Two - Fifty-Four -- Тмо - Fifty-Four" 
‚ 45 rhythmical, but the interval between these 
and the "Hut" counts is broken. 


- The count from sound through the audible procedure is rhythmical 


· with pauses between each consistently the same. Then the "Hut" 
~. counts are broken (non-rhythmical). 2 


. on the word "forty" serving as а command. 


e 
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Example: 43 -- 3-54 -- 3-54 | | 
SNAPS: Forty-Three -- 3-54 -- 3-54 --- Hut -- Hut -- Hut 


PROCEDURE ON THE LINE: 


When snap count "on sound" is called in the huddle, we will go. 


When the snap count "on.the second audible" is called in the 
huddle, we will go on the 2nd single digit number. 


NOTE: . When snap count is to be "on sound", NO audible 
change or shift is possible. 


Іп our cadence procedure, if the first number called after the "defensive 


recognition" is the live audible number, "BE ALERT". The following two digits 


indicate a new play. Any number other than the live audible number is a Dummy 


| (or fake] call. Go through with original play called. All audibles will go 
on "one". | О | 
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All audibles will go on "one". 
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Play called in huddle; 
"Split Right - 29 on 2" 


7 . 1. "43", "2.23". "2-23" (Repeat of live number) (fast trap to right) 
Hut ! | 


NOTE: When eudible change is made, snap count is ALWAYS on one. . 
2. Example of No play change at line by 08. 
"43", "3" (not a repeat of live number) | 


"25" (no play change) "3-25" - "Hut" - "Hut" 


- LINEMEN SHIFT PROCEDURE 


τ 1. Center breaks huddle and lines up over ball in snap position. 


‚2. Guards and tackles line up in pre-shift position - elbows on 
thighs just above knees - knees flexed in coiled position - ` 
weight on balls of feet - slicht stagger - eyes up - (good 
football position). Be in position to fire out (or pull) 
with power and speed, or pass protect on the first sound. 


3. - The shift is in effect on any count other than 15% sound: . 
'  - unless called "Down". | "PE e NE 


Ea Upon hearing the command "43", the line will quickly adjust 
| splits slightly and immediately assume a three-point stance. 
· Accomplish this in a quick, 1, 2, count. 


RUNNING BACKS SHIFT PROCEDURE 


25. Backs will line up іп a pre-shift position as linemen above. Ве 
^. in position to take off at maximum speed in any forward or lateral 
, direction. 5 КЕ . | | 4 


2. Backs will only shift on go or jump calls. "Go" is a single shift. 
| "Jump" is а double shift. | | FT | 
3. Technique will be to run from one formation to another. | 

| EXAMPLE: Go Split Right - Line up in I Formation. On Command of 


ist audible, FB runs quickly to right - HB to left to split 
right locations and quickly assume 3 point stance. 


а 
e 


1. All wide receivers come out down in a 2 point stance ready to 90. 


‚А relocation of splits may be utilized. 


«ғ 


2. The tight end will come out down in a 3 point stance and will adjust 


split and go down in unison with linemen on апу delayed count. 


е 


3. If go or Jump, motion cannot start until after. audibles аге called. 


e 
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CNY ANY DALAT ACLU А А САНЕ ГУК КОНЯ τας PLATS 


е 


He will designate by number and/or letter Be posi tion of the running back 
and ends. | 


· му" ~ is always the strongside end. 


"у" - is always the weakside end. 


"2" - is always the flanker and always on the strongside. 


#2"... Васк is a waya the far back and carries all "204 Plays. 
А ў es. ο : eus 2% * 


-ᾱ- Е Back is always behind Q8 in fullback position & carries RT "30" plays. 


8. 


=> 


| "4" - ТІРІ plays 


TEEN - тайьаек Г is "M as ball carrier. ος 
| PLAY DESCRIPTION AND DESIGNATION | 
Р1ау$ will be called with formation Ри апа two- -digit number following: 
_ ЕХАМ Opposi te Right | 29F down on 2 ' | | 
1. "OPPOSITE" - = Designates Nub 
2. "RIGHT". - Designates strong side, | 
3. 12" - First digit designates back carrying the ball. 
δ... νον. = Second digit designates hole to be blocked and | 
| where designated back hits. 
5. Ap - Indicates blocking combination: 
ο. 6. _____ = Could be any combination called. 
"ON 2" - Indicates snap signal. 
в. "T : = Line and backs assume a daw 1 (3- point stance) on 
| | . lne-up. : 
9. ОР — . ~ Opposite right. | | 9 


в. BASIC END SPLITS | 
об оозу С 7. - 
ШОС μα. -1%03у5 ο МОРА. -1 to3 ft WING — - 1 to 3 yds 


| | FLEX -3%0654 РОС | 22to3yds FLOAT - 4 to 6 yds 
СПГ Е DOUBLE. τος - - 4 to 6 yds ` | 


8 yds 


SPREAD LOCATIONS; Minimum 


з s. мм -10 to 12 yds 


HOLE NUMBERING: 


9, У ay 4 Ы | 
; ΠΗ МА” E 


o P 4. The "4" hole is. αἱ by the 
5. The i hole is designated by the right guard right ο]. дар. 
6. The «gu hole is designated by the left leg of "ү" LEFT. 

7. The "7" hole is а by the right leg of пу" "m 
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8. Тће "8" hole is а wide play to the LEFT. ΜΙ ΜΖ, 
RIGHT. | 


9. The "9" hole is a wide play to the 


2 


C. 


2. 
3. 


Depth of Backs: 


1. ҒВ directly behind QB, with hand slightly less than 5 yards from ball. 


HB split the inside leg of the tackle with the hand hy yards from ball. 
In I formation, FB's feet at slightly less than 5 yards, HB's feet at 
slightly more than 7 yards. | 


SPLIT LEFT 


STRONG LEFT ` 


SPLIT RIGHT 
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| | FB. 
22 ж. m | 


° E. a a 
= 
Be e 
= 5 e 
9 


P 


в) 
3 
F 


BADIU ГЫЛЫМ ааа MIS eem 
: | 


8 
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I RIGHT 


Li O (О 


Qj 


тес Шен ит 4 ος ` 7 SHETCH RIGHT 


οσο © ® 
Ри Ри 


— :— SWITCH 


.. ® 
| - Š 5 


DOUBLE RIGHT 


SPLIT SLOT LEFT ‘SPLIT SLOT RIGHT 
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Ур = TE ALWAYS SLOW BLOCK UNLESS | 
CALLED IN PATTERN) GENE 
Γειά = HB SPLITS OUT AND TAKES PLACE OF X) | | 


===> 


TREY ~ CHANGE 


SPREAD LEFT CHANGE SHOT 
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DEUCE Р.В. DUAL ` 


` BLIZZARD RIGHT - OFF . 
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FIEL. 
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© ` ACE RIGHT - WING 2 
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PHILOSOPHY - The reaction time Бу the defense to tendencies Бу formation can 
be reduced by the use of multiple formation looks. This, plus 
the changing of the strength of the formation can force audibles, 
conmunication and possibly create mistakes and reduce the aggres- 

'Siveness of some defenses. This flexibility can be accomplished 
‚ with a minimun burden to a well disciplined and imaginative offense. 
i Time and precision are important. The offense must be able to 
give the defense 3 different formation looks in 10 seconds of 
elapsed time from the huddle break to the snap. This could be 
done with a double shift and a strength change with the use of 
motion. It will be imperative that the huddle is formed, play 

| called, and huddle broken in precise time so as not to crowd the 

uS TEN 30 second clock. 


"i SHIFTING ΜΠ 
А. BACKS SHIFTING 


1. Single Shift - The term "GO" called prior tó the formation. 
will indicate à single shift. | | 


Ехатрје: 60 - OPPOSITE RIGHT - 36 - on2 ^ ^7 7. 7 s 


? 


Тһе movement of the backs will be triggered on Ње. ‘Ist. Audible. 
count. (2-54). .' Both backs may shift simultaneously 
or FB can shift first on. Ist. Audible - HB on 2nd Audible.'. 


: М сс 2. Double Shift - The term "JUMP" called prior to the formation 


лағы ‚7 will indicate double shift. First shift on Ist Audible, second 


shift on the 2nd audible. 
© B. X - 7 SHIFTING 


53. X and Z may adjust locations (splits) unless the back- 
field jumps. Move on the "Sound", К 


the line on Y айбан, | 


М 2. 7- shifts on or off 


~ 


C. Y SHIFTING ` 


1. "ү" - Call in huddle. "Y" shifts from "Y" off or Y 
locations to on the line position. "2" would shift кене 
the line. | 


272. Y over - Huddle call. ву" shifts opposite side to change strength, 
‚ Y then shifts on first sound. 
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Z, X, Y LOCATIONS IN BACKFIELD 


A. 2 LOCATIONS IN BACKFTELO 


1. Strong - On the strongside of formation 


2. Weak - On the weakside of formation 
3. Stack - Middle 
4, Zip - Anywhere in backfield 


B. X IN THE BACKFIELD | 
d. Double Wing X Stade Th middle of formation. HB lines up on the line. 
C. Y IN THE BACKFIELD | | 
1. Y call he lines up in backfield, location determined by formation. 
MOTION | 
А. 1 MOTION қ 
Movement is triggered by 08 foot movement. 
| 1. Zoom - Motion across formation - changes strength. "Z" will line up 


opposite the side of strength called. Z's motion carries him 
to formation called. 


2. Zing - Short motion at amet distance outside "Y" on snap. 
3. Zak - Motion to a point behind the tight end area on the snap. 


4. Zip - Motion from any position in the backfield to formation called 
| in huddle. | 
. 5. Zing Away - Motion away from formation. 


B. Y MOTION 
1. Yum - Set off the Tine (Y off). Motion across formation to T 


strength to formation called in huddle. 


(a) May call "YUM SET" - To motion and set (stop) "Y" on the 
opposite side. 


(b) Fake Yum - Start motion and return to original position. 
e, Yaz - Motion toward "Z". Strength stays same. 
3. Yak - Short motion toward center. 


`4, Flanker - Short motion toward the center. 


5. nu Y in Out position, motion toward center. 
C. X MOTIÓN | 


1. Double Wing - "X" motion - X lines up off the line with Н.В. on the line 
| and goes in motion to pre-determined snap point. 


2. Double Wing - "X" long motion 


SHIFTING AND MOTION (cont'd) 


$ 


D. AD | A. 


: E Backs will be put in motion by the use of the terms FLY, BAY AND T. 


a, Fly - Motion toward the tight end 
b. Вау:- Motion away from the tight end 
ο. T - Short motion Бу Н.В. - F.B. to secure play position 
2. Fly and Bay will apply to the back who is nót the ball carrier on 


· a run play and to the back who has no blocking.responsibility on 
a pass play. mE | . 


3. T Motion - Short motion by H.B. or F.B., Fly or Bay, to secure 
| proper position to execute T38-39 - T28-29 as called 
‚ in huddle. ΠΡ M EE 
C.P. On all motion, except Zing, T48-49 is activated by the QB. 
2 : | | el Қ А р " E - | | р | . 
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SHIFTING | Е e 


| "G0" e" SINGLE SHIFT | | А " JUMP" а DOUBLE SHIFT 
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7 AND Y MOTION | 


OPPOSITE RIGHT "ZING" 


OPPOSITE RIGHT "ZIP 


TE . 


3. 
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x OPPOSITE RIGHT "FLY" 


DOUBLE RIGHT X MOTION 


| (X) ОО 5 О оде 
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SPLIT RIGHT УВА"  ϱ... a _ OPPOSITE RIGHT "FLY" 
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DLIZZARD RIGHT - ВАХ 
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DAILY SCHEDULE - 1982 MINI CAMP 


SAT., HAY Bth 7:30 - 9:00 A.M. ТАРІНС 
Ë š ШЕ 27 9:00 A.M. _ -ORIENTATION = TEAM MEETING 
ЕТ " б. 10:30 AM ΟΝ THE FIELD 


| | 12:15 PM ` LUNCH 

à 2 кй и ° 1:15 P.H. SPECIAL TEAMS MEETING 
ж QUARTERBACK MEETING 

| 1:45 P.H. ΤΕΑΜ MEETING 

ix P.M 


| 2:55 Р.М. ON THE FIELD 
SUN., MAY 9th- 7:30 - 9:00 А.Н. ` TAPING | 
С = - 9:00 A. ORIENTATION - TEAM MEETING 


. LUNCH 


А 
А 
10:30 А. 
Р 
Р.М. SPECIAL TEAMS MEETING 


M 
[k 
А ағ М, ON THE FIELD 
E . | ‚ 12:15 Р.М 
? | 1:15 Р.М 
ZEE E PEL QUARTERBACK MEETING 
dE М АІ ° 7 „1:85 Р.М. TEAM MEETING 
х | 2:45 Р.Н. οὐ THE FIELD 


(ALL VETERANS REPORT FOR ORIENTATION, HAY 10, AT 8: :00 А. M. ЈЕ 


— ОМ. НАУ 10th , 7:30 - 9:00 


А.М. TAP ING 
: `8. 222022 9:00 A.M. ORIENTATION - TEAM MEETING 

ы. жЕ ` C. + 10830 А.М. ON THE FIELD 

Li" - 12:15 Р.М. LUNCH 
1:15 P.M. SPECIAL TEAMS MEETING 
г g που ο... - FEL ME QUARTERBACK MEETING 
E τὰ ec B. lu ou Pets 1:45 P.H. TEAM MEETING 
EM s δ. κ, ο '. 2:45 Р.М, ON THE FIELO 
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7 :30 E 9 M 00 


„М. TAPING - 
9:00 A.M 


. . SPECIAL TEAMS MEETING 
QUARTERBACK MEETING 
: TEAM MEETING 
ON THE FIELD 
LUNCH > 
SPECIAL TEAMS MEETING 
‚_ ‚ QUARTERBACK HEETING 
= co 7 1:55 Р.М. TEAM MEETING 
«07 778 ., 2:h5 P.H. ON THE FIELD 
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OFFENSIVE INFORMATION 


BLOCKING COMBINATIONS CALLS AND TECHNIQUES 


BLOCKING AND CALLS BY POSITIONS - = -. 
BLOCKING COMBINATIONS с» © e «-- 
STANDARD BACK BLOCKS « = о Š 
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This section is to clearly define blocking combinations, lineman calls, 
.&nd blocking techniques. They are combined in this section becatise 

Чп many plays they overlap and some instances are interchangeable. It 
also gives Players and Coaches a means of communication. 


Ld 


BLOCKING CCMBINATIONS: | Terms used under this category gives the 
. Player the entire blocking scheme used at the 
- point of attack and includes any offensive 


IL lineman and some plays; it also involves the 


offensive backs. Normally put into categories 
by the hole numbers; such as, 0-1 hole com- 
binations, 4-5 hole combinations, etc. 


CALLS: Bor At times it is necessary to adjust or change 
| the blocking combination at the 1.0.5. This 
is accomplished by use of words which alert 
offensive lineman that there is a change at 
some point; such as, Joe, Cut, Slip, etc. 
The call can in some plays be an alternate: 
blocking combination. o t s 


` °. 


B 


LOCKING TECHNIQUE: When we refer to technique we mean the exact 
steps and method in detail of how to execute 
the block; such as, Scramble, Butt, Cut, etc. 
With certain plays the call is a combination 
of the call and blocking technique. With a 
blocking combination there are several blocking 

| techniques involved. А11 blocking techniques 
А m are completely detailed - Offensive Lineman 
| | . section. 


А thorough and complete understanding of section is a must for Offensive 
Lineman. It is our Bible and we must eliminate any misunderstanding. 

Jf there is any doubt, we must eliminate now and not wait until it comes 
up in a ball game. | | 


е 2 4 
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LEG AND CALLS ВУ POSITION 


. Players at cach position must learn the blocking combinations and calls. 


AREA 
RIP-LIZ 
SLIDE ` 


R-L 
RESPONSE 
ROGER 
LARRY 


9 


· GUARDS 


SINGLE 
POWER 
TAG 

WIPE . 
SLIDE 


TRIPLE 


REACH 


YOU-ME 


AREA 


SLIDE 
SWITCH 


ЕЛІ 
RESPONSE 


ROGER 


LARRY 


TACKLES ` 


AREA 


SLIDE 
SWITCH 


ReL 
RESPONS 
ROGER 
LARRY 
LOU 
ROSE 


Е 


(X 


Н 


SAH 
POWER 
FOLD 


SLIDE 
TRIPLE 


SLIP 
SCOOP 
WEDGE - 


eM". teans Man for Man blocking technique to be used. Will be determined by 
κ ‘the play called. ("M" applies to all holes). 


(б mawn № 


= 4 blocking combination between the Center and offside Guard in which the 
Center blocks back and Guard drop steps around Center for Mac. 


243 2-3 hole trap blocking with Center blocking man over or back, with the onside 
Guard going thru for Mac and off Guard trapping the first man beyond the 
Center (normally OT). и | 


ας en capa ree 


CLUB 2-3 hole trap with Center blocking man over or back, with the onside Guard 
| turning out and block the DE and the onside tackle blocking Мас. 


4:5 5 4-5 hole trap used vs. all defenses. А blocking combination involving 
the onside Guard, Tackle and Center. ee : 


E ee 
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REACH . A blocking technique and adjustment made by lineman to block onside 


> _ А 4 & 5 hole blocking combination between the onside Guard and Tackle. 
Executing a cross block, the OT is going first, 


E The onside Guard esp and blocks ον of the hole ita the V Таке 
B and End are blocking down. Аб à ? hole TONES combination. 


Е "B^ | A6 &7 hole blocking combination, à cross block ot the OT and TE, 
with TE going first. | | | 


д 128. ^ TE 52; 5 


"0" Call used vs LB in "L" ог stacked position when off guard pulls. 
Off tackle cuts man over guard = center takes LB. 
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GAP. Alert call by the onside lineman іп a power block. situation enabling one 


lineman to release and block the defensive man moving to his inside gap. 
„~ (6-7 power block) i | 


E 8 
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А call made by offensive lineman to change a blocking assignment on - 
: the called side.. | ΝΕ | 


55.8 


Tells the guard and tackle 
play 15 called. 


q 


<. [1 7 


Ο-ω 
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ЛОЈ-НЕ Call between center = guard as to who has the outside’ linebacker, 


e 


е 


000 A blocking combination used on the onside 8 & 9 hole plays between 06, OT 
А and С. Onside guard pr ОТ down block and Center on Мас. 


y y BMA ALA 


EVEN A blocking combination used on the onside 8 & 9 hole plays between 0G, OT - 
апа C. Guard pulling, Center on a cut blocq and OT blocking Mac. 


DOUBLE А blocking combination that involve 


~ 
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TRIPLE А blocking conbination that involves the guard, tackle and tight end. 


FLIP Pulling action by onside Guard and Tackle on pitch of the flip 8 & 9 hole plays. 
| If onside Guard is uncovered block LB. | 


POWER 6 and 7 hole blocking combination. А double team by OT & TE at point of 
attack with possible slip technique. | | 


TAG 4 and 5 hole blocking combination of double team by 06 à ОТ at а of 
| акар with possible slip technique. | 


_ 106 А form of trap technique to influence а defensive lineman to over play 
his position by hooking him rather than те him out. 


SWITCH Са11 by Tackles or Guards id switch ^ blocking ; monum 
in EE protection after snap of ball. 


BUTT А blocking technique used on "M" blocks. An aggressive head and shoulder 
block thru the head or numbers of opponent at any position. 


SCRAMBLE A do or die in cutting off an opponent regardless of his alignment by 
casrg ng out on all fours апа ‘scrambling. 


BAT _ Tackle call - change assignments between back and tackle on defensive 
| lineman or linebacker. Use on Bim block when the Tackle can block the 
DE and tells back to go through. 


Danan Я | 9 


NG COMBINATIONS, CALLS AND TECHNIQUES 00 


BLOCKI 


PEEL Тесһпідис if Offensive Linemen going to block a defensive downfield man from 
the blind side or toward the 1.0.5. . 


Offside OT's technique when he is re 
15 most dangerous to play. 


WALL 


WIPE Blocking technique used by Guard and Center vs. an odd defense where the . 
Guard blocks the nose man and the Center steps around and blocks the LB. 


РОМ А call and technique used by onside lineman to cut off pursuit by starting 
on a power block technique with both blocks reading the flow and sliding 
Я off to block their respective men. | 


* e° ολ e d 


t3 Л. d ы | | | И 
p. & | | . 
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Od 
О гу 


Combination cut 
onside, 


off blocking by two offside linemen reaching toward the 


OPTION - STEP APOU'D Adjustment used to block stack defenses by stepping around 
| offensive blockers. | | | 


D ez ту | - B 
ὀφῆοοο 


WEDGE | Team blocking where the point of attack is based оп the offensive focal 
point, such as Center-Guard or Tackle. 


QUT А center call to the onside guard, ΗΝ back, indicating that he is = 
blocking the first defensive man to the onside. 


n mn а шо 
У wo yv УЗ Vv Y ү σ 


HOLD . Term used by the off guard telling the tackle that he is not pulling on 
| a sweep play - while indicating to the off tackle that he must assume 
е ‚ М blocking assignment. 


GUT A қ TP μες between onside ог offside guard and tackle. 
Executing a cross block with the guard going first. ` 


Е ο ο ο еее торт pter νιν 
26 starting а double team with both blockers reading the flow and sliding 
off to block their respective men. 
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POWER A technique used by the onside tackle and end to cut off pursuit by 
Starting a double team with both blockers reading flow and sliding 
off to block their respective men. 6 


MUS. ы ы былыгы КОКТЕ за р о ου ет СЕЕ саса ο ο УРИНА У УННИ ee s ИЕ 
STANDARO ВАСК DLOCKS 


~ VS SKY FORCE | 


ποσα МЗ NORMAL .. 
LEAD | ; 


SEAL 


SUCKER | | ^ ^. . SUCKER 


$ - . 
š 
š 


RESPONSE LT 


NORMAL 
' | PICK-UP 


c 


nm 


LD 


BLOCK | τ x 
OUTSIDE MAN ы = | 


| NORMAL 
| PICK-UP 


RUSHES NORMAL PICK-UP 


NORMAL 


RESPONSE RT 


“KEY MLB 
ΙΕ MLB. DROPS, RELEAS 


PICK-UP 


INDIVIDUAL OFFENSIVE TECHNIQUES 


BASIC PRINCIPLES FOR PASS RECEIVERS - - - 
BALL HANDLING FUNDAMENTALS - = = = ~ 
BACKFIELD BLOCKS AND TECHNIQUES - - - = 
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BASIC PRIN 


CIPLES FOR PASS RECEIVERS 


Keep your eyes on the ball. Your first responsibility is to CATCH THE 
BALL. AFTER you make the catch, think about additional yardage and 
scoring. mE | 


When we are on offense and the ball is thrown, it is NOT a "Free" bal] - 
it is OURS - GO GET IT! Never allow an interception. Anything goes. 


Whenever possible, catch the ball in your hands - not against your 
chest. | | | | 


In practice, after you catch the ball, tuck it away securely and SPRINT 
· at least 10 yards. Put in a fake, spin, etc.,...; simulate what you 
would do in a game. 


When you warm up, don't just jog around. Run in spurts, change of pace, 
weaves, cuts, stutter steps, etc.,... Start from your stance. Use 
· head fakes to release from imaginary linebackers. 


Always run your:patterns at full, controlled speed. We cannot get the, 
correct timing at half speed. | m | 


Pass receivers are made - not born. They аге made by practice day 
after day untill all of your moves and receiving become second nature. 
Whenever possible, have a ball in your hands. Play catch with your 
partner. Never let the ball become a stranger to you. E 


Always be alert for the ball, even though you are not the primary 
receiver. You never know when the QB will throw to you! Do not loaf 
. because you think the pass is going to someone else. Carry out your 
assignment at full speed on every good play. This is an easy way to 
tell the difference between the "good ones" and the "great ones", 


Concentrate at a11 times on what you are going to do - why and how you 
are going to do it. Keep in mind the object of the pass and what your 
part of it is. Know the complete picture - not just your part of the 
play, | | 


Talk to the 08 when you have a chance (not in the huddle). Tell your 
coaches what you can do - your best bet for 3rd down passes, 3rd and 
7 to 10 yards - your best long pattern. (If on sideline). 


Learn the tendencies of the defensive backs; if they gamble, guess with 
you, play tight or loose, inside or out, their speed. Have a "book" 

on all of your opponents. Ве an artist in your profession. Know the 
defensive team tendencies; how they cover Ist down, 2nd апа 3rd, short 
and long yardage, etc.,... | 


Always know field position (sideline), time remaining, down and distance, 
sun position, wind conditions, lights, condition of field (high or low 
spots), pitchers mound, infield dirt, ball position in regard to goal 
posts (they are our friends). M Z | 


13, 
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BASIC PRINCIPLES FOR PASS RECEIVERS (cont'd) 


The sidelines and end zone lines are our enemies. Always know your 
relative position to them. Respect them, but not let them bother you 
in catching the ball ~ the catch comes first. The officials will 
never call you "in bounds" if you drop the ball. 


Aiways expect to get your jock knocked off after, or as you catch the 
ball - then the jolt won't surprise you. You have to "want it". We 
catch the ball and pay the price. You must have utter disregard for 
contact while catching the ball. 


Always be alert for clotheslines and "cut" blocks. 


After a diving catch, remember "up and go" - | the opponent has to knock 


. you down. 


When you are breaking past a defensive man and have him beat - be alert 
for holding or tackling. They are taught to take the penalty rather 
than the T.D. YOU MUST CLEAR THEM. You can get away with a push ог 


straight arm in this situation. 


Get in the habit of going all out after the ball every time - regardless 
of how it is thrown. Soon the great catches will become routine. 


Fake the man - not the area! 


Our receivers are football players - not just pass catchers. WE WILL 
BLOCK1!1 | : 


If you catch the ball, it only hurts half as much!! 


с 


BUMP AND RUN - 0 к ж 
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А receiver must realize that the defender is trying to harass, intimidate, 
and destroy the timing of your route. You must not lose your poise and con- 
centration. If you let a defender destroy your concentration on the job at 
hand he will close you out. | 


l: 
2. 
3. 


| ZONE =. 


Crowd the [.0.5. 
Attack the defender - turn him. 
Catch the ball. | 


Many of the same techniques will be used against the zone coverages as' 


in man coverages. | 


| Get the defender out of his back pedal. 


Turn his feet. 
Adjust route when necessary. 
Come under control in the open spot. 


Catch the ball. 


ACCEPTING ΤΗΕ BALL: 


Place the FAR hand (hand away from side QB is feeding) slightly below belt 
buckle, palm up with the elbow slightly raised away from hip to serve as a stop 
for the ball. | 


‚ Place the HEAR hand (hand to the side 08 is feeding) at the front of the | 
shoulder with the thumb pointing down to help force the elbow up. The near elbow 
must be kept high forming a pocket for the ball. The QB will place the ball on 
the belt buckle. Co not reach for the ball. Once the ball is placed on the belt 
buckle drop the top arm and close.botn hands over the points of the ball. 


The Ball Carrier should be looking at appointed key and not at the ball. 
The QB is two-thirds responsible for the hand-off, you are one-third. Once the 
ball has been received it should be put away immediately. | 


CARRYING. THE BALL: | 
Тһе ball should be carried with the finger tips over the point with the ether 
point tucked between the elbow and the armpit. The key to fumble prevention is 
keeping the elbow in. Both hands should always be used to put the ball into place. 
PROTECTING THE BALL: "E 
1) Whenever possible the ball should be kept against the body. 
2) When contact is inevitable from both sides the ball should be 
protected with both hands. | ἯΙ. 


3) When going down the ba 


11 should be protected with both hands. 


SWITCHING THE BALL: Should be done only in the open field. 


Switching the ball should be an automatic reaction when tacklers approach to 
ball side. This will enable you to use the free arm to ward off tacklers. 


_ Switching the ball should be done by sliding the free hand over the top of the 
ball, getting the fingertips over the point, bring it across the body using the 
bottom hand to help carry the ball to the other arm. 


8 


COMMON FAULTS THAT LEAD TO FUMBLES: 
1) Near elbow not raised 
2) Reaching for ball | 


3) Not closing pocket on ball (Put ball away 


Waving or not keeping ball tucked with fingertips and arm. (Keep 
elbow in) | | 


5) Switching ball in heavy traffic 


1: 


Ὁ TECHNTQUES 


BACKFIELD BLOCKS A 


FUNDAMENTALS COMMON TO ALL BLOCKS 


| 1.1 Рге-бпао Look (P.S.L.) Always take a P.S.L. to locate your 


„1.3 


1.4 


1.5 


locking assignment prior to the snap. Оп your first step 
get your eyes on your man immediately. Vision is the most 
important aspect in blocking. You must locate the man and 
keep your eyes on him as he is not going to stand in one 
Spot. Anticipate his movement. Concentrate on your target. 


STANCE: You must assume a good stance, A stance that will 
allow you to take the proper step in correlation with the 
proper approach and block being used. 


APPROACH: Each block has an initial approach and you must 
concentrate on this angle of departure. Опсе the ball is 

Snapped and your man moves to play his responsibility now 

your approach must. automatically adjust! 


BEND THE KNEES: Don't bend at the waist. Get in a hitting 
position by lowering the center of gravity by bending the 
knees! | ZR | | | 


CONTACT: Be а hitter. Block through the man, not to the 


· màn. Keep your head up and eyes оп target and hit on the 


rise! Don't stop your feet upon contact! 


1.6 BASE: To hit as you have to you must have and maintain a 
` good base under you. Keep your feet apart, approximately 
shoulder width, | е ID | ΝΕ 
1.7 FINISH: Finish your block by running through the man. In 
| order to maintain contact you must keep your knees bent, 
. head up, back at proper angle and your feet moving until 
the whistle.blows! | | | 
1.8 PRIDE: To bea good blocker you must take pride in the | 
little details of the fundamentals involved! 
INDIVIDUAL BLOCKS | г 
. 2.1 BIM BLOCK: A block used primarily in connection with the 


8 & 9 holes but will be used along with 6 & 7 hole plays as 5 
well.. By rule it means block the first man outside your 
offensive tackle on or off the 1.0.5. ` 


TECHNIQUE: 


e 


1. P.S.L. Locate your assignment - usually the defensive end, 


Concentrate on the defensive end's outside knee! 


| 2. APPROACH: Position yourself to enable you to get your block 


accomplished as fast as possible. On your approach be ready 
to adjust to his charge either in or out. This is why it is 
So important to get to him quickly as you will cut down on 
the distance you allow him to move. Kren the Капас hant 
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CONTACT: Your concentration point for contact is his outside 
knee. Get under his shoulder pads, Block with your inside 

| shoulder through his outside knee. Hit on the rise and work 
~ your feet upon contact. | 


ud 4. FINISH: Maintain a good base and keep your head up and feet 
| moving. 16 you have to 90 to all fours and scramble him 

but at all cost try not to end up on your belly unless he is 

cut down on top of you! | 


5. C.P.: If while on your approach you see your offensive tackle 
blocking your assignment, continue on your course and block 
his responsibility. This is called а Bat technique and пау 
be called prior to the snap by your tackle. Don't ever assume 


it will be called. А proper approach will take care of this 
adjustment! Е | 


COMMON FAULTS | 

1. Approaching to "P Must anticipate the D.E. closing. 
2. Not getting to block quick enough. 
| T Over-extending under the man ending up on your belly. 


3 
4. Not follow through and allowing the man to escape. 


2.2 BOB BLOCK: For definition purpose BOB means Back on Backer, but «.* 
there will be times when Bob encompasses a down lineman. 
The Bob block is used in connection with 6 & 7 Power 
Bob and 8 & 9 Bob Sweep plays. By rule it usually means 
you will be blocking a man lined up on the ТЕ! 


TECHNIQUE: The technique is dependent upon the point 


1. P.S.L. Locate your assignment - usually the Stub 
LB'er. Your concentration point is the inside 


hip of your TE. | 
| МАРА пољ ђе E Soh : 
APPROACH: Aim at inside-hip-ef—your—tt- and continue 
straight as your target but while on your approach 
E 45. be ready to adjust to his movement. Anticipate him 
closing! Keep the knees bent, your head up and feet 
7212. ^ fAenla АҒ annroach makes it a kick out block). 


. 5. 


CONTACT: Your concentration point for contact 

is your opponents numbers. Always attempt to 

run through him. Oo not throw too soon, be sure 
to aim thru him. Hit on the rise and keep your 
feet moving upon contact. Key to this block is 
keeping contact until the ball carrier is upfield. 


Finish: Maintain a good base and keep your head 
up and feet moving. Don't allow a stalemate run 


through the man, 


C.P.: If the man is going to excape make sure 
15 15 ; to your outside. 


COMMON FAULTS: 
Е" 
2. 

‚ № 
4. 


Approaching to wide. 
Stopping your feet upon — p: 
Not alert for the movement of the defensive man. 


Failure to maintain contact, 


. 2.4 BUTT BLOCK: А block used primarily with the 36-37 play, but will be 
applied to other ен 


. TECHNIQUE: 


1: e 


ры; Locate Buck. He's your's all the way. 
Your concentration point is the middle of the 


. numbers! 


APPROACH: Drive for the outside leg of your tackle. 
Start with a lead step. Get your eyes on Buck and 
be ready to adjust your course to his movement. 
Whenever possible go outside your tackle to blóck 


him. This helps keep the hole wider for the ball. 


carrier. If Buck does go inside you must adjust 
and go in after him. If he's on,the 1.0.5. (EE 
Position) be prepared to cut him down. Keep the 
knees bent, head up and feet apart. x 


CONTACT: Your concentration point for contact is 
the middle of the LB'ers numbers. Butt him with 
your forehead and attempt to run through him. Don't 
choose a side! Knock him straight back. Hit on the 
rise and work your feet upon contact. | 


С.Р. 


FINISH: Maintain а good base and keep your head up 
and feet moving, Block him straight back. It is a 
daylight running play so don't pick a side - | just 
stay with him as long as possible. 


The most important fundem ental is defining Buck's 
movement on > ӨМІ first step. 


COMMON FAULTS 


the 


Failure to locate Buck. 
Poor approach. 


No working feet upon contact. 


Choosing a side. 


on 


2.5 SEAL BLOCK: A two offensive man combination block used primarily on 


backside of a running play. The back will block the 


outside of the area and the tackle will usualy be 
responsible for the inside of the area. 


TECHNIQUE: HB - SEAL сате. 


1. 


TE 


P.S.L. Locate the two men in your assigned area. 
Your P.S.L. may define which man will be your's. 


APPROACH: Explode out of your stance by stepping 

with your inside foot at the inside leg of the 

offensive tackle. While on your approach read the 

charge of the two people in your area. Continue . 

on your course. 

C.P. ТЕ your man takes a hard outside, continue 
upfield to the next man. | "T 


CONTACT: Make contact with your outside shoulder | 
on any man that crosses your path. Put your outside 
shoulder through the inside hip of the defender. 
Hit on the rise and work your feet upon contact. 


FINISH: Maintain a good base and keep your head up 


and feet moving. Don't allow the man to ехсаре to 


your 056и 


С.Р. : Be prepared to block as soon as you leave | 
your id 


COMMON FAULTS: 
1. Approaching to wide. | 
2. Not being ready to block when the man appears. 


3. Not sprinting through the area. 


4. Allowing an inside escape. 


2.6 8055 BLOCK: An open field block used to block specific 9 4 9 hole 
| runs.. The term BOSS tells the back that he is basically 
blocking the strong saftey (80 - S/S) There will be 
exceptions however vs. certain defenses you will be 
required to blocker the corner of backer. 


TECHNIQUE: 


1. P.S.L. Check the location of Sam ἃ Stub for any ^^ 
indication of who will be the force man. Their 
basic alignments are usually a good key. 


2. APPROACH: Take as direct a course as you can to your 
target, adjust on the move to his movements, you 
would like to hook or cut him (if he comes across | 
fast) but his movement will dictate the type of block 
you will use. Stay up don't throw your block too 
Soon - be sure to aim thru him. Also always finish 
with a roll so that you may catch him. | 


3. CONTACT: Once your man commits to you, execute a 
solid body block through the numbers, when hand 
fighting. Cut block if he is aggressive. Ве sure to 
finish with a roll type block in order to catch him 
if.he is giving Off too fast. If he Stays up and hand 
fights run him into and out of the sidelines. Execute 
your block as soon as possible in order that the В.С. 
can determine his course that much sooner. 


COMMON FAULTS 2 
1, Not adjusting to his movement. 


2. Leaving your feet too soon. 


° 
~ 


e 


3. Not finishing with а 


011 type block, 


Fallure to maintain contact, 


= = = 8 Se ές Ж а a . a ® 


На ~ ~ ~  :. M У > on и T ШИРИ ИЦ РАНЕ УРА = 


STRONG SLOT RIGHT 
5]$ 


2. 7 LEAD BLOCK: The lead block is either τ. up" block оп a man 
coming off another block or a block on a LB'er at the 
P.0.A. Тһе back will lead through the hole called. 


` TECHNIQUE: 


1. P.S.L. Check the defense at the Р.О.А. Try to 
anticipate what your block is going to be. 


2. APPROACH: Lead step dune for the inside point 
. of the hole called. While on your approach, read 

the defense all the way. Stay tight to the inside 
of the hole and only leave this course if the hole 
is clean and a LB'er appears from the outside. 
Your first thought is to seal inside the hole 
either on a down lineman or LB'er coming from 
inside out. 


3. CONTACT: Your —" point is outside foot 

of the lineman at the P.0.A. not on an individual | ws 

man. If a lineman comes off the (Stunt) lineman | } 

inside the hole block him by putting your inside 

Shoulder on his outside hip. If the defensive 

lineman comes off the lineman outside the hole 

block him by putting your outside shoulder on his 

"inside hip. Hit on the rise and work your feet 

on contact. ІТ the hole is clean and а LB'er 

appears execute a "Butt" block through the numbers. 


4. FINISH: Maintaining a good base is important on 
= both blocks. Keep your head up and feet moving. 
The one thing you don't want to happen is get 

stuffed in the hole. · 


6. C.P.: The most important point is to read on the 

| move. Don't wait for something to happen. Ona , 
WK LEAD DRAW YOUR CONCENTRAT ION IS LB'ER ALL THE 
WAY. 

COMMON F AULTS: 

1. Not reading the defense properly, 


2. Not tight enough to the inside of the P.0.A. 
| Vene block on Рим 


ES Not getting to P.0.D. PN 


4. Not hlttina with authoritv. therefore. nettina stuffed. 


STRONG SLOT RIGHT 


2.8 F BLOCK: Тһе "F" block is either а Bfm block on the onside defensive 
tackle or a Lead block on the Мас LB'er ο; upon the 
defensive front or center's call. 


TECHNIQUE: (Written as an 8 & 9 hole F ital 


EN 1. P.S.L. Locate your blocking assignment and listen for 
the center's "Cut" call in case he wants to change the 
blocking. 


2. APPROACH: Lead step at the outside foot of the onside 
: guard. ТЕ there 15 no "cut" call and it 15 43 derense, 
Bim block the D.T. If "cut" is called go through on 
Мас and Lead block him. The only C.P. here is go 
through the path of least resistance and anticipate 
Mac moving to the P.0.A. Keep your approach outside 
Mac. а 


3. CONTACT: Blocking DT: Fundamental Bim Block. 

| Blocking Mac. Block him with your inside shoulder 
keeping your head between the man and the ball. 
Don't qo to the ground unless Mac goes with you. 


4. FINISH: А11 base fundamental principles apply. 


5. C.P.: Be alert for changes in defensive fronts and the 
center's call. If you listen to the 08'5 defensive call 
your recognition problems will be less. When blocking 
Mac anticipate him moving to the Р.0.А. But not until | 
you've made sure he is going to dog through the е 
доага агеа. 

/ 


COMMON FAULTS 
1. Not recognizing the front and missing center's‘ call. 
2. Poor approach on both the DT block and Mac block. 


3. Not staying up on Ma 


4-3 


22,9 FULL BLOCK: 


The Full Block is a block specifically associated with 
the Full series, It amounts to either a Bim block on 
the offside D.T. or a lead block on the LO'er. The 
offside quard is pulling. This 1$ а fill block for the 
pulling guard, by the АМО | 


TECHNIQUE: 


1. P.S.L. Check the defensive front and locate your 
assignment. Your concentration point is the inside 
foot of the offside quard. 


2.- APPROACH: Start with a near foot step at the inside 
foot of the offside guard. Stay to the inside of your 
area. The QB will clear for your block. 


3. CONTACT: Bim block Garow on a down lineman. 
Lead block a LB'er striking him through the numbers. 


4. FINISH: All base fundamentals apply. 


_Б. C.P.: Don't allow a man to excape across the formation. 


You bu maintain a tight course through your area of 
responsibility. 


COMMON FAULTS 


1. Wide approach.. 


2. Not staying tight inside. 


. -ONSIDE TACKLE = 


ONSIDE GUARD = 
CENTER ~ 
OFF GUARD Е 
ΟΕΕ TACKLE = 
. TIGHT END - 
yi? - 


SCREENING BACK - 


REMAINING BACK - 


QUARTERBACK | 


OPTION SCREENS 


Deep pass set to a minimum of 5 yards before cutting. 


Block 2 counts, release defensive man away from side of 
screen if possible. Sprint to sideline and block force. 


Block 2 counts, release defensive man away from side of 
screen if possible. Release to sideline, keep good spacing 
with on Guard, turn up and block second man. If Center 
beats Guard out assume Guard's responsibility. 

Normal pass protection. 

Norma! pass protection. 


Your way release inside run hook and peel for Mac or Jill. 


Away - inside release, run hook, peel block on Stub or Sam. 


Check and run pattern called. 


No blitz pick up... run flare no wider than 7-8 yds. Take 


ball inside or outside of numbers: according to hashmarks. 


Settle down, turn inside and face QB. Let ball pull you 
forward. | ΜΙ 2207 


Run pattern called. | 


Quick seven step set - Look uofield on First 5 steps, 
gather and look at receiver on final two. 


κ κοπο παν νο. == a2 Sere @ ο @ > = ο = -@ 224 ο ὃν Serve ὁ d @ зе че == (EE <` 
== жә 5 Зы Мацура ae ыр з «өз ә Ә 0 чао Ge = ДЕШ IT Ф NN 


| UIUSUEN SCR ме TO E. 


e um жө зв = > Є e. € 85 веко ° ° кыры мк? 
è 


° 6 


ПИПИН QS 2 т «-- a d ЛЕХ _ 


8S OPTION SCRE BIGHT TO F.A. 


пече __1 ES e CLP GP een. ο TY eas <a >Z — ИИИ ү К Ай Ан иы medius aot 


85 OPTION SCREE EN LEFT ТО FB. 


e в 
о (hu ое o p у 1] 8? d [ 4 de 


ps о ый 


61 “ = рт — On SCREEN 


JE ES 
e d рф» Q d» оз ё TEX NM  didd cdd ο + Ф "ә „Рт 1 + 
- ° 


сћа | спас | 
36-37, 20-27, 16-17 (1) 
24-25, 31-35, 14-16 Lead (ТЕ) 
28-29, 18-19 F (TE) 
28-29, 18-19 Boss (TE) 
138-39* 
14-15 (ч) 


Basic 

10-11 Full 

20-21 

30-31 

22-23, 22-23, ane 1 
32-33 | 

36-37 Strong (ТЕ) 
26-27: Power (ТЕ) 
26-27, 36-37 Bluff (TE) 
28-29 Bob (TE) | 
38-39 Boss (TE) 


Special 

) 22-23 Swipe (TE) ` 
42-53. (V) 

24-25, 34-35 Sucker (ТЕ) 
Lh- {54 

16-17 San (ΤΕ) 

16-17 Е (ТЕ) 

128-293 

Statue 8-9 (W) 


e 


Play can be called: * 


(ч) 


$ 


LOS ANGELES RAMS 


BASIC RUN OFFENSE 


PLAY CATCGORY ` 


© 


(ТЕ) to TE only 
away from TE o 


Ες 8 8 
а 


8 
Complimentary 


` 38-39, 18-19. 


20-21 F 


Hisdirection 
18-19 Ful l* 
28-29 Full (TE) 


Draws | 
30-31 Quick 
20-21 Lag 
34-35 Lag 
14-15 Strong 
Black 14-15 (W) 
E 


| 

‚ 36-37, . 16-17 X ог Y Reverse (тє) 
’ 20-21 Е TE Reverse (W) 

10-11 Full ТЕ Reverse (М) 

28- -29Ε, 28-29 Boss 2 Reverse (М) 


e 


е 
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BLOCKING RULES AND COACHING POINTS. EE ° P κά 
PLAY: _1$ Ano № Яғ m VU εδ 
e : ә E | 
8 Θ 
+ t 
° - o= 9 ὃν o 
E ЈЕ oe 
657 22 x 
BLOCKING А561СИГЕНТ5 | COACHING POINTS E 
Block STUB unless Bronco Force, then Block SAM ЕС i^ 
You have option of taking quick oass set to "Dor ж 
Inside. . ° ЫЗ 
7 ~ : 
Pass set, draw block, stick with man " zo nw RN 
Нап atl stunts unless 4-3 def (then агеај E uni 
Pass set strona, slightly outside, alert for : а 4 
quick inside penetration. “ake OT declare а "d 
В — WIPE side. Man all stunts unless 4-3 def, (then pads 
згеа) ~ if "Wipe", block nose T. Р ΠΝ. 
Pass set, Draw black - man all stunts . 274% - * 
H = WIPE onside, area all stunts weakside - e 
area all stunts vs. 4-3 def. - call S w 
wipe. vs. over cefense (over; over stud, К} : 
Р (ЕЕ Pass set draw block area all stunts >. 
е © 8 А |“ e р 8 
. + @ | К: 
аранына ыса ы A μμ Оса шы μαμα LE E s 
° E. ΕΝ Pass set draw block, area all stunts ° isma κανα 
. (ЕР. H (Wall)  . * 4 =. {f man goes deep, wall. š ΜΗΝ | 
ти. | | | 
° БЕ; 
ΠΠ Run бо Route - 9 š Block your man when he recognizes draw | | E И 
| "Block C8 when : ° г. 7 Ü °. 
T 22 Не reacts to Oraw-- | 2. жж.” ° ео 
= Cleo Block corner none block Jill . TM 
wu X Sift Force vs. Press drive corner off and block him, : 
9 ¿2 metic азасы 
Drop as Pass 
AU Feed BC : š 
Set 25 Pass i 
В У 14де P Slide ο"... γου | aloud be ον τς slightly 
i p C \ Е: 06 кане ° towards LOS when you get the ball. Key 
q tea bid Тәке 8411 defenders точе. If stalemate оп Сб, you make 
ОЭ Run to Daylioht slight inside move to help set up OG Blk. 
А аса | Cee wu iL LL ROE ы! a AET о 0 CR a 2 Z 
=" | š Set quickly. Release Outside OT If at all Ἢ 3 
Set Quickly possible. Start Pattern and make BUCK cover | 
В.П. ; | Block BUCK > | | you ond Block DUCK. If Duck dogs, block ° 


— : ο Scoop 


ML. о | ο š 
ih 


SOM ° 


ΠΕΣ 


1. No Call: Ey ~ e μονη [vae man on v man ru 

= Option technique. 5 

Pow: | C-G Ρον - Оп б has Мас, С has DT. T- б Тад - On 6 has DE, On T has Mac. 

5соор: ТЕ-Т Scoop - TE has DE, Off T has 018. . “ἃ | | 
T-G Scoop - Off T has DT, Off G has OLB. | 

| C-G Scoop - C has Mac, Off G has nose Т 

4. "C" - C has Off DT, Off G pulls around for Mac. 


BLOCKING RULES A COACHING POINTS 
16-17 _ 


“POSITION 


aye M 


M - Slip - Option 


` CENTER M - Slip - Double 


. OFF 
GUARD 


OFF 
TACKLE 


52. React block 


sys 5176 Force 


Q8 Front pivot, hand ball off 


BALL Lead step roll into hole 
о CARRIER о 
BACK | | 


PLAY: 


ig AS NS PETES LSE GET TIS 


I daylight. 


COACHING POINTS 


Tight inside aiming point. 


| Bronco Force - Wall Stub or Sam 
| If Scoop, cutoff DE 


| ү VP aiming point - П him off LOS 
|| Vs. Bubble - alert for pinch - can call Slip 
| Vs. Bubble where you know End will pinch. 


|| L - Call Block Buck 


| Prefer Slip when MEER VS. Bubble "Mt | 
|| or option technique. 


271 М preferred Slip vs 4-3 when possible, | 
|| Possible Scoop vs. Under 
|| Possible vs. KC and 34 defense. 


a Block inside or “scramble (especially if OT - 
| tips line stunt). Alert Sccop call vs. 
|| Under possible option or double vs. KC or 34 


| Tight inside aiming point 


Vary alignment - sprint cross field and 


react block. 
$ 


" 


1f Cleo - block corner 


| Front pivot - sprint to exchange point 4 yds. 


deep behind OT - handoff, then set to pass. 


| Lead step, cross over step, you μμ ђе 


gaining ground and aiming for the outside 

leg of OT. Key OT and FB, but break to 
Осерег alignment. 

Dríve to outside leg of OT to aden “the Fole 
Key OT block. Be alert for End/Buck stunt - 
be ready to pickup Buck inside. | 
"L^. Call Block D.E. г 4e 


σ CNO GP | СУ О: á AM 
ο ϱ обоо о ο | 2 ἘΠ. 


25 2 
ОС 

© | 
ЕНЕР 

| = | 


- STRT ---.” μυ nan OVER ST ^ CV С АР ps С ς С 0 С р Ў —— | 

1. No Call: Line - M blockina except On G pulls & blocks 5/5. ІТ 5/5 деср, block corn 
(Vs. Bubble, On T area blocks man оп ё the LB vith:FB - aim wide), Off T - wall 4 
sight adjust on weak safety. 

D - TE Blocks DE 5 on T pulls а blocks OLD 
adjusts on to 10. Ж 

3. Cut: C cuts on DT & back blocks МВ. 

‚ 4. STACK: Called vs stack alignment --on T h 


ST 


ЕВ vs. Bubble 4 DE charges inside, T 


| BLOCKING RULCS AND CUACHING POINTS 
_ 2 PLAY: 29 № AR NOSS ~ 19 c 18 poss 


e 8 


19 8055 


"E | Oo || BLOCKING ASSIGNMENTS пт d COACHING POINTS = 


Outside aiming point - If ''β'', block dox 
if "Triple", go through outside of тап с 


| Н- B- Triple and block inside LB. 


|| | Outside aiming aiming point (no bubble) 
о: ИМ = Slip = Triple - B If bubble, tiahter aiming point, alert 
| pinch (call slip when bubble 6 know mar 
| | $s pinching). Triple - slip with TE. 
mM __| "8" - pull and block stub. 
| Outside aiming point (no bubble). Slip 
у š | | : "T | center when possiole, If bubble, optio 
|M - Slip -Option - Slip ^ ΙΙ technique, Slip with T when bubble А T 
$ | man is pinching. Triple - slip with T. 
о m Playside aimina point. Slip with on G 
T" possible vs, even defense. Scoop when 
‚С Slip - 5соор | possible with OFF G vs. 000 Defense 
(no scoop vs. under) 
. š Jnside aiminq point - 
° (ЕР Р |. Option or scoop vs 
_ 5соор - Option | | odd def. (Scoop with OFF T when possib 
e || when ВОСК in an L alignment). 
Ге У ча UNE | Inside aiming point - scoop when possib 
(ғ | М (Wall) ~ scoop | || with G when BUCK in ап L Alignment. 
M | . | аа outside Cleo bump corner and block deep outside 
7 | e | defender. 
2 X | React Block Sprint cross field and react block. 
° i | • | Split backs = open out Sprint to exchange point dire behind ba 
CB || | = Беоња toss | Look to torgct - set up о5 Pass. 
" Reve | formation Leone toss to tailback. 
9 Ке 7. 
. | Lead Step. Accept Ball. Cone flat. - qet m - mum sliontly - 
n C | Read OG or FU Block. Run to on quard's hip ~ threaten outs ide conta: 
Nd || daylight. м || stay outside - when you make break = е! 
š | Formation = өліп ground 45 У || об. "р" Call = read pulling T's block. 
9 - 41. YOULACCCOL ЕЕ. 0—6 ——— — 
Bock Farce. (Safety ar ^ || Drive directly at 5/5 wherever he lines 
š | — || Corner). tf Dronco force, (ШЕ rotates deen block corner. Alert fo 
. M aa à P ll fleanra farre 


ТЕ ‚ Call: 


ZA - C blocks back, on 6 blocks nose Т, 
(Called when ОТ on center & OT in offside G-C дар) 


man on side & arca offside. 

ipe ~ on.G blow .5 позе Т а С comes around for MAC. 
.AJnside G-C gap). 
e C blocks DT in offside G-C gap & off С sets back 


x th m 
2) SE" * 


"ТРЕ" 


T 


ПРЕ“ 


TE - Base bota draw block, 
slightly outside (make DT declare a side). 


=== 


$ 


OVER 


"WIPE" | 


ИЕ 


NE > МИНИН. 
= 8 
X07 | 


дысы. NN 


OVER STACK ри 


SWIPES | 


K.C "WIPE" __ 


© 


Area all stunts vs. 4-3. 


RB = leads оп OLB (BUCK). 


(Called ys. Bubble 


& cores around 


& off G pulls around for МАС 


rn 
Жо 


МИТРЕ" 


. > 


М assignments TM man on big án) On G - set strong 


All other defenses, 


T in 


D 


onside or 


for MAC. 


5% 


Pocke A А О 


C 


“>. 


POSITION ситно ASSIGHIAEATS | COACHING POINTS 
| | 


[Strong - Sam || 
d š dWHeak = Wall, or TE - T Scoop || 


°. 


OX strong - М | || Possible Club vs 4-3. Vs. Bubble 
007 TACKLE: |Мегк - Wall — - | possible Area Call ᾿ | 


|| Club Call -х.. ο - Double vs Odd 
__|| defense. Cap call when needed. 


е 


Double vs. Odd defense. "Сар:"0" ог 


| 
| 
| 
t 
"Help" call when needed. A x 
! 


9 


Traps far defensive tackle - попе - 
block Mac, alert for area block vs ` 
Bubble 


Strong - Wall 
Weak - M 


Weak - React block 
Strong = corner 


| | 
NN ο Cake - 37 


— 


<” rt 
2 4 ; =< νά. ΄ — 


i | ο 5-7 ο m Ñ = E | t= <7 рай 
^n | hand back to ball carrier. // || 8e sure to give guard c сагарсе. 


8 


қ Ë hor fake a boot. | 207“ | 


Κου trapping guard - he may be forced to 109 


Job lateral step and recie | ο ње 
BALL ball = level off and key a alert to run to daylight. Hit wider 


‚ CARRIER. || guard. 


её 


a m Strongside always fake Flip. Weakside Scal 
REMAINING Fake flip - seal block first man outside offensive tackles 


@ 


SPLIT RT 23 


| w/s SPLIT nT 22 
2” : WS. 


| . ~_/ | => 
4-5 BASIC (лсе) POSS тек | 
REPRE C θα 
. B p 
O οκ 


BASIC (ACE) 


>= 
т с 5/5 


(Ъ FA TA M 
О ^9р8 ο Ὁ 
ο = 


"o k . | А 


1. Νο Са11: Line - Dasic 3 or 2 trap ση ТЕ - play t to you, - S/S Play away | 
Wall or TE T Scoop. | | 


Club ~ On ТА On G switch. On T - Mac. On G - X block. 
Double - On G а C double nose T ἃ Мас. ое meer. | 
"0" - On G blocks Hose T alone. С blocks back, helps On Т & blocks 18. Off T ss. 


ων ον QJ Pa) 


9 2 
. "CAP" 2 On G blocks nose T alone. Off T has basic tran rule 


6 


SPLIT RT 20 0055, 
SPLIT RT. λα 


90055 в E 
ES. 


ic с. " ҚОТАН uu ΒΑ 6-С "SCOOP" ea 


45 


| olo * 23 Em 55 


— AS -G € ' 


16 G Е p 


аи С — 
ΕΟΝ 


Кы, 5 ες 645 — " ΚΕ « БАР G-C "SCOOP": 


Vs. bubbles On 6 has option technique. | 
1-6 Slip - 0п © has DE, On T has Μας, 


(Scoop ы 


1 но Са11: Line: - M ен б: 
2. Slip: 0-0 slip - On G has Мас, C has DT. 
3. Scoop: C-G Scoop - Off G has nose T, С has Мас. 

теп T-G Scoop - Off б has OLD, Off T has DT. 
Ds TE blocks down and on 7 pulls Ier ‚ш 
e 


&? 


== 


^. _; р | AINE 27 5, Е 
| к ο ! O | στ a Ley” ° 
T-G "SCOOP" OVER STUD G-C "SCOOP" ^^. CA POSS. TRIPLE | 


ᾱ-ς "SCOOP" Е 
μα ОР 
Ae. 


о 


| О 
T-G "SCOOP" 
1. NO CAL 


L - Line - On T and On С 
· Oft - wall. TE - if play to, M block. If play away, wall. RB - if 


play away from TE, block Buck. If play: to TE, block 5/5, (If S/S deep, | 
block Corner) BP с 


с. TRIPLE - ТЕ hits thru outside of man over and takes inside LB. On T has TE's man 


бе 


~ 


° BLOCKING RULES. AND COACHING ГОН 


РЕКЕ ов ΡΕ ва 


& 
| | | BLOCKING АЗЗТЕНИЕМТ$ | COACHING POINTS 
: ———— =F. .EÍfÍf, ο ο αμ τα ωρα» 
᾽ ; | | | Outside aiminq point - if В block down 
Do! M-8 | e || 
(Poss Stack vs. stacked OLB) | 
I | Outside aiming point - call B if CE wide 
M = В vs. bubble, if man pinches, continue on ! 
(Poss Stack vs stacked OLB) inside LB. Call stack if stub in stack 
I || position & block down. 
| Pull - Force || Pull, key block on end man & block SS 
9 | | || 1f SS deep, turn out on corner 
Ф H ` _ 
| | Wide aiming point playsice. Call cut vs 
LM DE" к even Def. when DT is pinching ог 
... obstructing path to FAC. Scooo when 
; possible vs. Odd defense (no scoop vs. u 
А i : Playside aiming point scoop when possibl 
| : | vs. Odd Defense. (scoop with Off T vs. 8 
s LB in "tL" position) | 
Scoop with G when possible vs. stub LB 1 
stack position. an | 
Cleo, bump corner and block 
? - Block deep outside deep outside defender. | 
9 | dcfender ; | 
А React Block Sprint cross field & react block. 
е $ 
Front Out front Out sprint to exchange point dir 
opp: ет behind ball - look to tarqet - set un 45 
pass: 1 Formation front toss to tailback 
| ғо" 
|| Lead Step. Accept Galt. || Come flat - get ball - belly alightiy = 
Read OG ог ГВ Glock. Run to || ачогд'5 hip = threaten outsice contain • 
daylight. outside - when you make break > level of 
| formation = gala ground - || formation receive toss fron 09. 
° " as you take рате. ——-— -— = 
буса Defense: ПЕ pulling GD's]; Cut means Center will take 11 and ге, t 
í area. Cut call. Block Мос. || Пас on (Уса Defenses, Odd: Alm for in 
: d acc s dec мис, ο 11224 oe 


BLOCKING RULES ὁ COACHING POINTS 
PLAY: 36 δ 37 


8 
| POSITION - BLOCKING ASSIGNMENTS | COACHING POINTS 
è өре 
| Tight inside aiming point. Bronco Force- 
oys Ἡ - Scoop | 
| | If Scoop cut off DE. 
Head on aiming point - knock him off LOS. 
| ON Vs. Bubble - alert for pinch. Can cal] Tag 
.. | TACKLE Vs. Bubble where you know End will pinch 
= ; L - Call Block Buck 
ы Я Head on aiming point. 
° oti M - Ром - Option - Тад Vs. Bubble "HM" option technique 
^. GUARD | ог Тад | 
| | Pow vs 43 ` 
| | "М" ог Ром үз. 4-3 
CENTER M - Pow - Scoop Possible Scoop vs Odd Defense 
OFF | Block inside or scramble (especially if OT 
ў М = Scoop - Option tips line stunt). Alert Scoop call vs. Bubble 
GUARD possible option | 
РЕ S: | 
OFF Tight inside aiming point 
TACKLE Stub location possible Scoop 
е | React block Sprint cross tield and react block 
M aya | Sift Force Cleo block corner - none - block Jill 
| | . š ч ; 
• | Open out. Feed FB deep. After handoff, fake play pass. Get head 
| Set up like play pass around quickly. Don't force too wide. 
ος ο ος το πι οσο αι οσο οὐ 
BAL | OT. Read OT's block, run be gaining ground and aiming for the outside 
| to daylight | leg of OT. 3rd step should roll you to the 
ен 22% CARRIER || hole. Key OT and HD block, but break to day- 
3j И ion | 
š x | | Drive for outside leg of OT to widen the hole. 


key OT block - go'cutside of OT if possible 
to block Buck. EE position - alert to cut 


100 REMAINING || Broek Buck 
© BAK ; Buck. Duck change - block DE read on томе, 


з. audies р» Е ч a Фә . : ae 8 = E" e 3 у “4 


"POSS ο-ς PO" ° 


Ор `"6-С SCOOP" 
ИА 
I T 
OVER STUD "6-С SCOOP" 


| "6-С SCOOP" 


enl 


НЕ) a 9; 


ες ЗУ Ж g "5 


ус. "6-05С00Р" РЕТИ 


| OVER GAP NEN 


. NO CALL | = TE - M blocking (big man on big s man е. үз Bubble, ба ( G has " or 
option technique. e ° 


e 


2. POW - G-C Ром - On СЕС, HAC. DE, бет Тад - On d DE AND INSIDE 18. 


3. SCOOP - G-C Scoop. Off G has DT. С ћас Мас. 6-Т Scoop. Off G has OLB, Ото 
has ОТ. .TE-T Scoop. Off T has OLB. TE has DE. “ | ni 


i TN 


_"б-Т SCOOP" 


BLOCKING PULES 4 COACHING POINTS. 


PLAY: 36 - 37 STRONG 


POSITION BLOCKING ASSIGNMENTS | COACHING POINTS 


| Head up aiming point - get movement. 
Edo COMER μα, + | If "А" call, block down оп DOE. 


|| Head on aiming point. Get movement, [f "A* | 
|| call, block down on DT. ТЕ Bubble, and you 
|| anticipate DE pinching, may Tag with OG 


|| M block head on aiming point - get movement - 
|| Can Pow with center when possible. Ys Bubble 
|| M block or option technique. (Can Tag with 

|| tackle if tackle's man shows pinch) 


|| Tight playside aiming point - get movement. 
` || Even defense - can Slip with G when possible. | 
No slip if "A* call. 
|| Odd Def.-Scoop when possible with OG 


|| Tight inside aiming point - get movement. 
| Odd Def. - Scoop with center when possible. 
(Hay option around vs. Bubble) 
May Scoop with T when Buck in *L* alignment. 


2 май DE and осв - may 


η == 
Buck in "L" alignment. Í 


Block strong safety 
Zing, Float, Wing - Block Sam 


| | sys 


Block Jill 


Sprint at 111 and block 


Front out - mesh with ball ||Front out - show ball to get movement on | 
08 carrier - set up as play pass ||defensive men - mesh with ЕВ - look to target 
on handoff get depth quick 


9 
p 


8 


BALL [Lead = eross' over - roll to Lead = gain ground on cross over - roll into 
hole - run to daylight || ћоје - run to daylight =- key TE's block 


° 


CARRIER 


8 


~ А маг 


OPP RT 37 STRONG 


~ = = Ü 


_ or DOU 


1. No Call: Line - M blockina que man on big man rule). Vs Виббје, On G has M or option 


lac. 
2. Pow: б-С Ром ~ On G has Mac, C has DT. C-T Тад. - On G has DE, On T has | P 
3. scoop: G-C Scoop - Off G has DT, C has Mac . G-T Scoop - Off G has OLD, C 


ας OT ТЕ-Т Scoop - 61 f T has 018, TE has DE 
LÀ. À ТЕ has DE, Cn T has OT; On G has OLB. ` | 
a B= TE has DE, On T has OLB. | . 


ff 


BLOCKING RULES АЛО COACHING POINTS 4 


PLAY: T 99 - 39 T = Toss/Reoch Mocking 
| Autanatíc motion (о 
your blocking assignuen 


| т BLOCKING ASSICNPENTS ТҮТІГІ COACHING G POTS TS 
| Strong - Hook man - call triole if on Т. UIS Ton τη if on T: 
| st - H - x pull ἃ hook your man (outside release; 
I 5 | Ы М п е | push man inside & block inside LB) 
| Pull & Cut man if he's а out. If 
| Man piaches continue on for inside LB 
| - pull & hook or cut TE's man 


Al Pull & Hook or ‘cut | man df he' $ На: о 
| A Stunt in, hook DE or continue on | 
& lead play if СЕ pinches too far inside 


| Wide aiming point to side of uso 
|| 5соор where possible vs. Оса Def. 


= 


= 


| киетин aiming point - ЕТІ тап pene: away 
from play, continue on. Odd Def - 
š ° ° | Scoop where possible. 
| Inside aiming point - wall DE & OLB - 
| scoop with G when OLB in a stack or 
j| L alignment . 
: | а м 
.Strong: 
Block Deep outside 
defender | е 
E Weak = sift force 
Strong = react block 
š г 


: Reverse or front pivot = toss Toss ball to FB. Must set HB іл motic 
οὖν ball to FB. if НВ aligned opposite of play. 


% š (Use heel side of back) 


Еве a III ss 28 — T ыр => 


| | Sprint lateral ~ receive toss, || Cet width as fast as possible. Read bloc 
у | BC, | | and.run to daylight. 


e 
е 


| Ucakside : 5 · 800 | | T = means that if you ara ποῖ in position 
oo || Strongside - 805$ || block Bob or Boss QB will set you in moti 
` nih, || | | А | to execute assignment. If buckeye chanee 


В. mais f 


8 5 
а ο ο ван a αμα == —============================= 


~ e Ὁ eo зора 
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NICKEL COVERAGE SUMMARY 


INDEX 


DEFENSIVE INFORMATION 


IDENTIFICATION OF DEFENSIVE PERSONNEL - 


NICKEL IDENTIFICATION - - - 
DEFENSIVE TERMINOLOGY THE OFFENSE 
LOCATION OF DEFENSIVE PERSONNEL 
BASIC FRONTS: - =- = - 


АЛНЕ CHARGES AND STUNTS - - 
IDENTIFICATION OF NICKEL FRONTS . 
COVERAGE SUMMARY - - =- +: 


COVERAGES 1 THROUGH 9 


! 
| 


l 
8 


NICKEL COVERAGES - - - - 
DOGS AND BLITZES - - - - 


MUST KNOW 


eu 


. 
=> 


ge 


Ll LON LIN. 


. ЗАМ . — ROSE 


"МАС 


MIKE 


RIC ROY ` 


VY V V LI 


оовооо 


| 


LINEMEN: ROY 
| ^1 RC 
| | LIN 

| КИТ 

LINEBACKERS: MAC 

| BUCK 

7% STUB 
DEEPBACKS: ROSE 
БЕСІН 

SAM 


Right outside rushman (1e) 
Right inside rushman (1%) 


Left inside rushman (rt) 


Left outside rushman (re) 


Middle ον (called MIKE if in 3 pt stance] 


Weakside linebacker (whether right or left) 


Strongside linebacker (whether right or left) | 


Right outside. halfback. 
Weak Safety (whether right or left) 
: Strong Safety (whether right or left) 


РАСЕ 1 


КУ ° 


2 LINEMEN 


NICKEL ТОЕНТТЕТСАТТОН 


JILL - NICKEL 


52 
ROSE 


н Да RIC Ιω 
УХУ У У 


TERMINOLOGY TO IDENTIFY DEFENSIVE POSITIONS | 


ROY оне аи «йена (LE) 


RIC = Right inside rushman (LT) 
LIN = Left inside rushman (RT) | 
LON = Left outside rushman (RE) 


LINEBACKERS ` BUCK = Weakside linebacker (whether right or left) 


· "DEEP BACKS 


STUB = Strongside linebacker (whether right or NN 
ROSE = Right. outside hal fback | 
JİLL = Weak safety (whether right or left) . 
SAM - Strong safety (whether right or left) 
LOU = Left outside halfback mE 


R placed Mac (5th к a back) 


—— U LOGY TUE OFFE! 


5Ε MUST KNOW 


LIN 

- LION 
MEX: 
MIX 
NORMAL 
NOSEMAN 
PINCH 
PRE-SNAP 
LOOK" 
RAM 
READ 


(REX | 


RIC >. 
SAFE 


SALLY 
SINK 


SLAY 


SLANT 
STRONG 


by crossing on 1.0.5. ΟΠ snap Of ball, 


| Сћагде of right defensive tackle to -the inside gap. 


Stunt with the two tackles going in the Same direction, with the 
end coming around inside, ` 


Inside charge of tackle lined up away from tight end, 


Lineman stunts where DE and ОТ exchange run hole responsibilities 


Inside stünt by defensive left tackle, 


Denotes both tackles Slanting left. 


A lineman and Meek crossing; Meek goes Ist and lineman 2nd, 


The alignment that the defense gives prior to the snap of bal}. 


Denotes both tackles slanting right, 


` When a defensive lineman is lined up off ball and immediately 
low. ` . | | 


Pursues with f 


Lineman Stunt where. DE and DT exchange run hole responsibilities 
by crossing on 1.0.5. at snap of ball. i | 


Change of technique by defensive end to play into 6-7 hole Strongside 
tough (Under defense), | | | | 


т 34 Defense with nose and ends Slanted toward "у", 


Alignment of а Cefensive end in d guard/tackle gap. 


‘Example: Over Sink, Under Sink 


Tackle and end on side of tight end charging to the inside, 


Both tackles and ends Slanting Strongside, 


S & =< == = 


2 - defensive terminology (cont'd) 


SLANT 
WEAK 


SOLID 


DOUDLE 


SPECIAL 
- SPY 


_ TEX - 


TILLIE 


TITE 
TITE ` 


INSIDE - 


TOM 


VIKING 


$ 


WEDGE 
WHAM 


WIDE 
WILLIE 


WILMA | 


Lin and. Ric charge to inside gap on ES of mh 


‚ Both tackles and ends slanting weakside. 


To alert certain defensive linemen and linebackers to a change in 
technique and/or alignment from the basic front call. 


A stunt used on goal line ше to tell tackles and ends to work 
to the outside. 33 


To tell one а lineman that he has de -Screen- -scramble 
responsibilities. 


Tackles and ends run Rex and Lex at the same time. 


Tackle, and and backer on side of tight end charging to inside gap 
on snap of ball (strongside). 


° 


Lin, Ric, Lon, Roy and both backers charge to inside of дар on . 
snap of ball. | | | | 


Charge of tackle on | tight ‘end side to inside дар. 


Call and technique tells noseman to drive solid into center and 
control both gaps. 


‘Both tackles and both ends charge to inside gaps on snap of ball. 
“Іп 34 Defense both ends charging to inside. | 


Tackle and end on side away from tight end charging to the inside 
(weakside). P . DS | E 


Lin and Ric ішіме to outside gaps on snap of ball. 


Tackle, end and backer. away from tight end,charging to inside gap 
on snap of ball (weakside). 


In 34 Defense noseman and both ends slanting weakside, анау from 


tight end. 


"E 


ВАСС А 


ALLEY OR © 
SEAM 


BROCO 


BUZZ 


BLITZ 
CAIN 


CHARGER 


CLEO | 
COCO 
COMBO. 
CONE 


CONNY 


DEEP 
MIDOLE 


DEEP ~ 
-QUTSIDE 


DIME | 


DOGS 


Stub or Buck linebacker is the primary outside force man on 8 & 9 
. hole plays. | 


2 
.3. Weak Вод & Cat 
4. Strong Dog & 


5 
6 
“7. Мас I 
8 
9 


Arca outside of hashmark, UE the. hashmarks and numbers 
15 or more yards deep. 


Drop of a linebacker on pass coverage where Ene backer is lined up 
or responsible for the outside area either man-to-man or zone. 


Used whenever a defensive back is dogging. 

Coverage used by defenses on weaks ide formations involving Jill and 
Corner. Jill and Corner are in and out coverage on weak back and 
*X" receiver. 


Variation of Cover 2 used when defensive corners эш Витр on Run 
technique but play Cone. 


Corner force on 8 & 9 hole runs. 
Variation of 2 Yale, Jin .& Corner Cone "X"; T & Corner бета "£; 


Inside and outs ide coverage on E and strong back by Jill & Sam. 


` Type of- coverage technique where defensive secondary is going in and 


out on an outside receiver. 
Cone Coverage on "у" by tarner & Jill when Y T 510% Formation. 


Area referred tà in 3 deep ΗΝ as the middle 1/3 of field over 


. 15 yards deep. 


Area referred to in a 3 dean zone area from 5 yards outside hashmark 
to sideline beyond ` 15 yards deep. 


A defense where a team is using a 5th and 6th defensive back, 
| replacing Ἐα ог spécial coverages. 


Ten categories of Dogs for Coverages: 
l. .Red Dog Stub & Buck Dogging 

ο Mad Dog. Mac-Stub-Buck Dogging 
Mac-Buck Dogging 


. Cat Mac & Stub Dogging 

. Middle ш Мас & Meek Dogging (34 Defense) 
. Buck I Buck Dogging 

Mac Dogging 


. stub I Stub Dogging | 
9. Меек І Meek Dogging : 
10. Blitz Sam or Jill Dogging 


РАН АВЕА 
НАТ AREA 
FORCE 
НОГЕ - 
HOOK AREA 
«ЕТ 


MAMBO 


MIKE 
NICKEL 
OUT CALL 


-PATTI 


PEEL | 


PICK: 
PRESS 
PREVENT 
RAINBOW 


SAM UP 


. SANDY 


SKY 
SLOOP - 


SLOT AREA - 


SPECIAL 
STORM 


| Area from 2 yards outside numbers to sideline under 8 yards deep 


deep. 


Typo of goal line coverage - Мас 
out on "Y" and first back. | 


Area located 8-25 yards deep, outside the numbers. 


Person responsible for turning play inside. 
Area between the hooks, up to 15-18 yards deep. 
Area vertical to “Y" position, up to 15 yards deep. 


Dog by your linebacker to cover you man-for-man; keeps you out 
of pattern. | 


Technique used by Mac and. Stub indicating in and out coverage 
on "Y" and first back. 


Variation of Cover ] that tells Mac he is eee in the middle. 
Fifth defensive back ο. linebacker for special pass coverage. 


Technique used by defensive back when he lines head up on receiver 
and. linebacker lines outside. > | | 


· Area from 2 yards outside numbers to sideline 8 to 18 yards deep. 


Bump ‘and Run coverage on pt, P TM in Slot, with "m protecting 


θεμα τοι Те Бу linebacke'- 


or defensive back on 0992 to cover 
offensive back if he releases. | 


Screen by a receiver | on a duties back to take him out of coverage. 


^ When a defensive back uses Bump and Run technique on a receiver. 


Special defense used in certain situations to stop the long pass. 


Variation of Cover 1 - Mac and Buck to drive weak (possible Stub). 
Jill and Weak Corner zoning outside 1/3. | 


When strong safety (Sam) is lined up 1 to 3 yards from L.0.S:; 
In and out coverage by Mac and Buck on weak back. 
Safety force on 8-9 hole runs (Sam). 


Indicates tight man-for-man coverage by outside ТТІ. оп 
back flowing away. | ! 


Area between wide receiver and "Y" or ον ВЕКЕ tackle up to 
15 yards deep. | 


Strong coverage by Jill. 


8 


STRONG ZONE Rotation of secondary to the two receiver side, 


TAKE Variation of linebacker coverage on Cover 2 Yale where strong 
linebacker takes "Y" man-for-man.. 
Ἵν, WANDA | Variation of Cover ] that tells Mac and Buck tó drive weak. 


WEAK ZONE Rotation of secondary to the one receiver side. 


. YALE .. Variation of Cover 2 that is man-to-man coverage underneath. 
YO YO = Type of coverage where Mac and outside linebacker double tight end 
D . When only one back in backfield. | 
. ZIP Variation of Cover 1 - tells Mac and' Stub to drive strong. 
; D ? 


LOCATIONS OF DEFENSIVE PERSONNEL 


LINEBACKER LOCATIONS (STUB) - 


NORMAL = STUB lined up Head Up to Outside shoulder of "Y" 
Example: 


1. 


σα. .. 
И P" 


STUD - STUB lined up in "Guard Tackle area off L. 0. 5. and DE lined up 
Head Up or s Or Ια | | 


% 
e ы 9 
ә 


бә 


Example: 


STACK - STUB lined up in Guard Tackle area d L. 0. S. and DE lined up 
` on Inside ΗΕ of "Y" | 


Example: 
οι 
tat 


"t у Ç. mE 
p X ^ | | 
КШ »oonooo. E 


SLOT - Strong Linebacker (STUB) " lines up approximately half way be- 
tween "Y" and "2" off the 1.0.5. 


TM 


C. LOCATIONS OF DEFENSIVE PERSONNEL (cont) 


t 


+ | LINEBACKER LOCATIONS (STUB) 


b. ZEE - Strong Lineback on оп "2" Head up, Outside, or Inside 
1 yard back 


Example: 


Ко Тев (ое 
| | ма | О | 


ов 


LINEBACKERS LOCATIONS (МАС) - 


У 


1. NORMAL = Middle Linebacker (MAC) lined up Head on Offensive Center 
approximately 1-1/2 off 1.0.5. 


$ % 2 = ` . 
и | 
. - * i ` 


Example: 


2. "50" - MAC lined up on Weak side Guard Tackle area off 1.0.5. 


"Example: | PEE * 4 


e 
9, 


ae rr A 


8 


HHEL í 


LOCATIONS OF DEFENSIVE PERSO 


C. 
LINEBACKER LOCATIONS (MAC) 
3. 40 - Middle Linebacker (MAC) lined up on Strong side Guard Tackle 
° area off 1.0.5. 
Example: 
| ΜΗΝ ‚ Ë | 
FEM ‚ У уч. | 
4. 40 МЕКЕ - MAC lined ир on Strong side Guard Tackle area оп L.0.S. 
| Example: | | 
5. 20 `- MAC lined up on off Center оп L.0.S 
| Example: | | | 
V V m уу 
| o0H9o00 " 
6. 60 .- MAC lined up on Tight End "Y" on 1.0.5. 
| Exanple: | ü | 


РАСЕ 10 


1 


NEL | 


cont). 


C. LOCATIONS OF DEFENSIVE PERSON 


1. "E" = Weak side Linebacker (BUCK) lined up 2 yds deep and 2 yd 
wide from Offensive Tackle 


Example: 


, geo E BUCK lined up on 1.0.5. оп the Weak side. 


Example: 


3. H - BUCK lined up on HIP of Defense End | | ЕЭ 
Example: Ж | 
O.: ообцооо 


а 


24, ` FS" = BUCK Linebacker who is stacked directly behind his Defensive End. 


° ` ` 


| Example: 


| "в 


Е: L - BUCK lined up in Guard-Tackle area off о? 1.0.5. 


Example: | | 
у v 
| Ó O ПОС 

| | О 


LE 


6. ТІ - BUCK lined up in Guard-Tackle area on 1.0.5. 


Example: 


ир» Outside or Inside 1 yd back. 


* “7 = X = 
8 Θ᾽ ° 
=== == === 


Example: 


о .: ооподво 
" c “и : Er 


8. | W = Weakside LB (BUCK) lines up approximately half-way be- 
| tueen "X" and OT, half that distance off 1.0.5. 


Example: 


| 


νο πο. 


KANSAS CITY | | 


1 m 


Uv ү στ 
οοῦυοοο 
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қ | 3^0] 


V k 
O ( J 


ІЛ 
О 


34 OVER mE 
"OVER GAP 


ов 
а y Ус Vv τ 


Φα ο ο ни 


“UNDER GAP - 2224 UNDER GAP 


J.B m | 
“У y. v >: | 
oogooo = 


- FLEX STRONG i =` FLEX STRONG | 
a a | 7 
ΨΥ͂ ντα. 


: “ 
ВТ. 
0о00000' Е ο ο ο 


FLEX "WEAK 


ci Í . B 
26. ұқ, "uv '. vm 


• РАСЕ 15 


Fe LINE CHARGES AND STUNTS ΘΟ. 
SINGLE CHARGES INVOLVING DEFENSIVE ENDS 


PINCH | ^ РС 


ooon olo | осопоо 


AE WHAM 5 Ec О. SUM 


Ας © * esa 
. E 8 


ООО ХА | . ορ LIC Q^ . 


OX . BEEN EM E NO OX | 


ӨШ? == 


bf 


| 0ооопод. 


End has pursuit Responsibility 


МР. 


| E 
End has chase responsibility 
) e 4 


SOx | ER SAFE . 


8 n 


| РЕН 
OOOD ΟΟ 


Е. I ` LINE CHARGES AND STUNTS 


том | | | ` JERRY 


8 ie 


ооопоо a, ообо 


‚ Tackle to TE Side `+ ^ [| Tackle away from TE Side 


e 

TT 
өне 
— 
m 


IDE 


ай 


| 


σοπος 


ISX LIN B | Ν -= ISX RIC i 


C 
ма | 


B "Qe oe we | ῇ 
m О С\гүо О | O: O L] O; O 


STUNTS INVOLVING TACKLES ον 


=> 


Е: SEINE CHARGES AHD. STU: Ws 


STUNTS BY ENO AHD TACKLE ON SANE SIDE | 


LEX CHANGE | 


1st 


_ | | EM ë 

О Ὁ .- aM | 
: ⁄N | P B 2 
(О Өл ο =“ x | 


‚ IEX, 


st Ist 


IZZY LIN 


ve | 
о οο 388. 


“STRONG SIDE 


SLAM ` 


REX CHANGE 


TEX CHANGE , 


177Ү ВТС 


2 9 


0/O\0\0/0 O: 
ç 


WEAK SIDE ` I 


WHAM 


gus 


Ж | LINE CHARGES ARD STUNTS 


COMB 


NATION | П WOLVIT iG TACKLES AND ENDS 


SOLID 


T М ὦ ο. | I 990/90 | 


LINEMAN HEAD UP 


7 ZEN ‚ 61 GOAL LINE 
=  OiQ5UOoo | mE осо. 


SLANT STRONG us ға SLANT WEAK 


= 


9 
E 12% 
E e 
° 
hd e 
e e 


LI 


ЧЫЎ» 544. | о 90099 


ЕЗ 


О 


-yy | mvv.vsym | 
Б =. σας 


STRONG SIDE. | T | WEAK SIDE — 


61 TITE INSIDE 


m οοπο. 


(8 CALL: UNDER а "x 


| aicut: 0 с 


| 08 СА 


ыш оғы VE LAUS YE з V ou 


POSSIBLE "R" CALL 


| QB CALL: 44 


oonooo |. 
m POSSIBLE L OR R CALL 
L: 50 STACK | 


| QB CALL: OVER | 


~ 


1 MIKE 
ТИР - 
1 НАМОА 


(за 


2 YALE - 


i’ ы и 


3 COMBO 


3 SPECIAL 


3 MAMBO 


6: = = 


6 SKY - 
6 BUZZ - 


3 x" α 


7 5КҮ - 


7 BUZZ - 


7 CONE - 
7 ΚΙΝα - 


`С0МВ. M/M WITH DOUBLE ON "X" 


TYPE 
M/M WITH JILL FREE 


ОМ/М WITH MIKE ἃ JILL FREE 


M/M WITH MIKE & STUBB BUZZ STRONG 


- M/M WITH MIKE ἃ BUCK BUZZ WEAK 


TWO DEEP ZONE 


= 


TWO DEEP ZONE WITH M/M ÜNDERNEATH | | 


M/M WITH DOUBLE ON "Y" 


M/M WITH IN & OUT ON "Y" AND STRONG BACK 


COMB. M/M WITH DOUBLE ON "Z" 
COMB. M/M, DOUBLE ON "Y" WITH MAC GOING STRONG - 


° STRONGSIDE ROTATION ZONE WITH CLEO FORCE 


STRONGSIDE ROTATION ZONE WITH SKY FORCE 


- STRONGSIDE ROTATION ZONE WITH BRONCO FORCE 


STRONGSIDE ROTATION ZONE WITH CLEO FORCE M/M WEAK 
COMB. M/M DOUBLE ON "Z" 

WEAKSIDE ROTATION ZONE WITH CLEO FORCE 

WEAKSIDE ROTATION ZONE WITH SKY FORCE | 

WEAKSIDE ROTATION ZONE WITH BRONCO FORCE 


COMB. M/M WITH DOUBLE ON "X" SKY FORCE 


COMB. M/M WITH DOUBLE ON "X" BRONCO FORCE 


COMB. M/M WITH CONE ON "X" 

COMB. M/M WITH YALE COV. ON "X" 
PREVENT TYPE 4 DEEP -ZONE | 
COVERAGE WHERE JILL HAS WEAK BACK M/M 


8 


H/M WITH A FREE SAFETY 


oxo Мін к | 2 
ζωἴσιος TECH 


genna 
ουἵσιος TECH 


оз 


ap ap Ды 


воље Ὁ 


Buck ΜΗ 
τον ВИННИ, 
backs M/M. 


8 
е 
8 


Ф Ф 


ә 


tou м š 
SNSIDE оп. OVISINE 
ТҰСЫ DEPENDS ON 
ОРРОНЕЗТ 


Rose un 


(0 ом. 69195106. 
^ τεμ DEPENDS οὐ 
OPPONENT 

ed drog (buzz) 16 161 


area = Strone. 


мем) 
=f әлеге 


One Малда tells Buck 


μᾶς [этив m cor УМ 
а Мас 


pep (Buz 


Yorn | | 


) to their area = Weak. 


5 Short - 2 deep zone defense with Yale Variation of 5 Short Man for Man 2 deep zone 


TRAIL MI М 
TECH -- CAN 
Use В5К 


~ 


Variation: 2 Yale -- Co Co == Charger 


απο κε σετ 


COVER THO 
8 а 


ZONE У над. 
OR FORMATION 


Bond WEAK RoK 
Ῥομιτ LET H- «2055 


e 
РРА" ee ο) 


ουν. 
a 


ees 


t, e» 
PONE /2. nón | 


oR FORM 


zouE М> рило 
OR FORMATION 


2 -M|M 
„MOLD cd 
RE Z- aioe 
Ust TRAIL 
TZU ~ CAN 
use ВЗЮ 


Buck Ил ^н" . MAc|swP IN 4 ουτ 
и oa. ý ou Y £ ΕΠΗ 
É „Фев 


Ἢ 
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а Mo οὐ 
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Variations: Combo, Special, Mambo and Sandy 


| o» Y 6) 
QU ΝΟ | розе мім | 


B-outsie: $1:8 MIM 


° | = — етра тв Mmm ~ чишип з - > pe 245126 145102, ` " — — -— | 


анааан она 


| 3 Special. 


3 Combo Combo is coverage on Y % F - by Jill А Sam = Stub Zone/2nd Back 


E 


2 «μίη 
INSIOE TECH 


` — K 


СУШЕ TECH 
X- "in 
А = 


а» ө- - Фф +5 б] == Ф Яя» Sepa аро ЧОР ЕЮ р ЕО ea б) 
7 == 


MAc- Воск INL- SAM | 
іші OUT ратом ЈИ : 


MENDES 


жм.” 
INSIDE TECH 


LL. 


2- -мім 
T олсе TECH 


| J M 0015106 e. 
E Ў ἐμδιος Mjn Чоотсос MIM 
INSIDE ТЕСН "sls ας ZONE Е 


RAPT ДА 


š Sp Qe db @ рерна ча _ ________ 2: 1717 que 


5 9 
6 
m "—— ——— С: 


Φ des CEs δι ____-- - у “77 Gb. 


πμ ο 
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| "E о, SA - X. 
i Strong rotation zone with Cleo (Corner) or Sky (Safety) call, which indicates which dne 
4s to rotate to the short zone. Variations: Cleo, Sky, Buzz and Slot | 
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35 COVER 2 YALE 


КОТЕ: 


NICKEL 


DIME 


TYPE 
- < TWO DEEP ZONE FIVE UNDERNEATH 


- THREE DEEP ZONE NORMALLY CLEO ROTATION 


- = TWO. DEEP ZONE M/M UNDERNEATH 


- ' CONE COVERAGE ON "X" & "Z" M/M ELSEWHERE 
- DOUBLE ON "Y" - CONE COVERAGE ON "X" 
-  CONE.ON "X" WITH JILL OR NICKEL BACK DOUBLING ON "Z" 


- = DOUBLE ON "Y" WITH SHORT ἃ LONG ON "X" 
- = DOUBLE ON "Y" WITH YALE PRINCIPLE WEAK 
. = - DOUBLE ON "Z" WITH SHORT & LONG ON "X" 


- CLEO ROTATION WEAK & STRONG DOUBLE ON "X" & "Z" 
- ` DOUBLE ON "Z" SHORT & LONG, CONE ON "X" | 
Е DOUBLE ON "Y" WITH JILL FREE | 

 - УМЕ COVERAGE WHERE L.B. TAKES Τ.Ε. 
- 3 ΜΑΝ LINE - THREE DEEP ZONE 


- 3 MAN LINE - THREE SEE ZONE WITH M/M COV. UNDERNEA 


NICKEL OR DIME MEANS: 


А STH DEFENSIVE BACK IS DEPLOYED IN PLACE OF A 
LINEBACKER. 


A 5TH & 6TH DEFENSIVE BACK IS DEPLOYED IN PLACE " 
TWO LINEBACKERS 


DOUBLE DIGIT NUMBERS ARE USED FOR ALL NICKEL AND DIME COVERAGES 


| 157 DIGIT INDICATES COVERAGE STRONGSIDE 


' 2ND МӘН INDICATES COVERAGE WEAKSIDE 
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G. 0065 AND 8117755 


It {$ important, as an Offense Team, to know and recoanize our opponents 
Dogs and 1144225, so that we can intelligently communicate with each other. 
By thoroughly understanding what our opponents will do, will give us vital 
information оп.соусгаде and technique they must use. 


Why Do Teams 004 


1. Cet the Passer - To pressure the Passer into delivering pass off- 
timing, to force interception, get sacked, or cause a fumble. 


2. Cause confusion in our pass protection assignments. 
3. As run Dog to break up our blocking combinations. ` 


4, To keep our passing game off-balance and make us use maximum 
protection. | | 


5. Could use Dogs in an effort to gain possession T. һа11. 


Explanation of Opponents Doa . τν 5 Шш at 


1. "006" - Means the rush of a linebacker or УИК τη of linsbackepe | 
from any position, regardless of their location in or out of the line. 


| 2 "SHOW DOG" - The term "SHOW" tells: the Offense that the ne 15 
| lined up on the 1.0.5. and Dogging. 


3. "FAKE DOG" - The term "FAKE" 5214 the Offense that the Defensive 18 
аге оп the L.0.S., but do not Dog. 


Dogs are classified as follows: 


| CLASSIFICATION PERSONNEL ‘INVOLVED BASIC COVERAGE | 
| 1. Red Dog. | Stub ἃ Buck Dogging © Dog | 
i 2... Mad Dog Mac-Stub-Buck Dogging | Dog ' 
| 3. Weak бод & Cat Mack-Buck Dogging | Dog 
: 4. Strong Dog & Cat Mac & Stub Dogging | 3 Combo 
5. Middle Dog Мас а Meek Dogging |^... Cover 1 
Е 6. Buck І Buck Dogging Ж” Dog ог 1 
! 7. Мас I mE _ Mac Dogging Е > ` Cover 1 А 
(d 8. Stub I `. Stub Dogging Е 1 ог 3 Сото 
9. Meek I Meek Dogging | Any Coverage 
10. Blitz бат ог Jill Dogging |». Blitz 
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6. 0065 AND BLITZES (cont) 
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Explanation of Opponents 0075 - Dlitzes ` 


5. "BLITZ" - The term BLITZ is used whenever a Defensive Back 15 in- 
volved in а Dogging Defense. The Offense is alerted by the call 
of "BLITZ" and then designated by the use of Personnel Term of 
Jill, Sam, etc. The basic Rushing Lane for Jill is always the 
Weakside Guard Tackle Gap, and the basic rushing for Sam 1s the 
Outside Rushing Lane. 


.6. А11 Dogs are called and learned "m a Basic Риѕћіпа piss. ТИРА 
{ng on the type front they come from. The basic Dogs and Blitzes 
are outlined and illustrated on the following pages. | 


7.. To further identify Dogs and Blitzes, we will designate Rushing 
ἫΝ. MM by use of letters as follows: | 


8. Any change from the Basic Rushing Lanes can be changed by the use of 
` the letters А, B, C & 0, always means Strongside; Weak А, Weak В, 

etc.; always means Weakside. When using letters in calling a change 

. 4n Rushing Lanes, always call Mac ist - Buc ee and Stub 3rd. | 


Examples: | | 5% 
Basic - Stubi (0), — 7 Variation - 
| RED, bna (00) Variation 7 RED DOG BB 
МАО DOG B00 Variation - MAD DOG ABB ` 
9. | Method of calling Dogs involves five parts. 
Front | | | 
оа 
- Classification | | р 
| Variation | 
Соуегаде С ы 
| | | | E T m 
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G, DOGS AND "117725 (cont) 


9. Method of calling Dogs (cont) 


J Ех ample: 46 TEX - RED- 006. 
τ 46 e Front’ 
TEX - Stunt be used by Def. T 
Classification - RED DOG 
Variation = None - 
Coverage · · = Dog 


10. Basic Coverages used with Dogs and Blitzes. - 


DOG OR BLITZ |, ТҮРЕ COVERAGES š ο COVERAGE 
Dog κκ ` 9ο 
Combo a | 5% OM & Sam in and out on "Y" 3 COMBO 
ΠΠ E and Strong Back | | 
| o. бат taking aye 
blitz. : Е с, | Combination of Dog or sam Blitz 10 
| ` bus Jill is free 
Sam Blitzing, Jill, а нүн 
1 
2 
* 5 
° Е > % | 
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VARIATION: BO Ἢ 


3 МЕАК CATS AND STRONG DOGS. E 
34 "HEAK DOG - TE. 
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SINGLE. 522 Kn ΞΕ DUC 
OVER DUC 3 | | | UNDER BUC | 5 


| робе 


VARIATION: ВОВА VARIATION: B | | VARIATION: 
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